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Red Lightning Documentation Check: 

After you sdect a scenario a saved game, the computer will adc you to do a documentation 
chedc before it will allow you to start the game. This check will take the form of a question 
about some section of the rules. You have three (3) tries to get the correct response. 

EXAMPLE: Please type the fint word of section 2J0 PLAyiNG THE CAME 

The correct response would be: Eadi 



Questions or Problems? 
Our main business telephone numba is (408) 737-6800. We also have a Technical Support Hotline 
number: (408) 737-6810, which you can call if you have problems with your disk or need a clarifi- 
cation of the game and/or rules. Both numbers can be called every workday, 9 to S Pacific Time. 



Parts Inventory: 

Your Red Lightnmg game should come with 
the foUowing: 

• One Game Box 

• This Rules Book 

• One Game Disk 

• One Scenario Disk (Atari ST and 
IBM only) 

• One Map Card 

INTRODUCTION 

Red Lightning is a game for one or two players. 
Players will assume the roles of commanders of 
NATO and Warsaw Paa military forces during a 
hypothetical general war in central Europe in 
the early 19^. Each game turn represents 
twelve hours of aaion. The military units repre- 
sented in the game are regiments, brigades, 
divisions, corps, and corps or army headquar- 
ters. Units and air forces may be examined to 
the level of individual vehicles, squads, and 
heavy weapons. Almost every tank, gun, and 
tactical airaaft deployed in central Europe is 
available for inspection. 

1.0 STARTUP 

Before beginning play, you should make a back- 
up copy of your Red Lightning disks and place 
your mastCTs in a safe place. You should always 
play off copies of your masters, thus providing 
^or^ backup in case of damage to your play 

1.1 Starting the Game 
1.11 Atari ST 

Owners of 5 12k machines will probably find 
that they do not have sufficient memory for 
both Red Lightning and desk accessories or a 
ramdisk of useful size. ST owners with more 
than 512k should leave 512k for system and 
program use, but any other space may be freely 
used for accessories and ramdisks. This game is 
intended to be usable with accessories, and 
does work with most that the author has tried. 
A full function item selector (such as the A&D 
UIS2 accessory) is very usehjl for managing 
your save game disk while playing the game. 
Some experimentation may be necessary in 
order to properly use accessories with Red 
Lightning. Also be forewarned that many desk 
accessories are BIGTIME memory hc^s. 



If you have a hard disk drive or double sided 
floppy drive, you should copy all files from 
both disks into one folder. This will eliminate 
the necessity for disk swaps when starting the 
game. 

To start playing the game, power up your com- 
puter in the normal manner. It is suggested that 
you use your copy of the Red Lightning game 
disk (disk A) as your boot disk if you aren't sure 
about how much memory your rK>rmal boot 
disk leaves free. If necessary, select the low reso- 
lution mode from the Set Preferences deskiop 
menu item. The game will not nin if your com- 
puter is not in the low resolution display mode. 

Place the game disk in any disk drive and be 
ready to insert disk B if the program asks you 
to. If there is no open wirKiow to the drive with 
your game disk in it, 'open' the drive icon. 
Select the RLPRG icon from the open window. 
After the drive starts running, just follow the 
prompts. You may remove the game or scenario 
disk from your disk drive and replace it with a 
save game disk once the game has finished 
loading. At this point, you may put away both 
Red Lightning disks as the game is entirely 
RA.M resident and does not require any pro- 
gram/scenario disk access once play has begun. 

1.12 IBM PC XT/AT 
Red Lightning is not intended to be used in 
coopaation with TSR (Terminate and Stay 
Resident or "memory resident") programs. This 
doesn't mean it defiriitely won't work with 
such programs, but there may be problems 
with them. 

To install the game on a hard disk drive, you 
should copy all files from both disks into one 
sub directory. There are no restrictions on direc- 
tory names, and the sub directory need not be 
on your root directory. To begin play, use the 
DOS command CD to change the current direc- 
tory to the Red Lightning sub direaory. T>pe 
'RL" and press the <Enter> key. 

If you will be playing the game from a floppy 
drive, boot your computer normally, then put 
your copy of the Red Lightning game disk (disk 
A) into drive A, type *RL", and press <Enter>. 

Once the game is loaded, it will tell you when it 
needs a disk swap. Be sure to leave the last 
requested disk in your disk drive unless the pro- 
gram tdls you otherwise. 
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1.2 Talking to the Computer 
1^1 Atari ST 

Most orders are issued by using the mouse to 
move the cursor to the menu line at the top erf 
the saeen or to the control buttons at screen 
right, and selecting the desired menu or map 
action. Once an action has been selected, you 
just place the cursor over a colored button or 
buttons and press the left mouse button in 
order to complete the action. Keyboard entry is 
necessary only when naming saved game files. 

At times during the game, the system befl will 
ring, and a mouse icon will be displayed in the 
information box below the map. This indicates 
that the program is waiting for you to press the 
left mouse button before the game will 
continue. 

Saved game files are selected using the standard 
GEM selector box. In order to change the 
"path" to search for saved game files, use the 
keyboard to modify the path name at the top 
of the box, then dick on the saoU bar at the 
side of the box to perform the search. Once the 
desired file is displayed in the box, click on the 
file name then click on OK to load the game. 

1^2 IBM PC XT/AT 
Most game functions are controlled by use of 
the numeric keypad and <Enter> or <Eso keys. 
In some cases, there is a choice of keys which 
may be used to issue an order so that users of 
systems with unusual keyboards can play the 
game without difficulty. 

The primary game control saeen features two 
control modes. In MENU mode, you may issue 
orders or examine detailed game information. 
In SCROLL mode, you may move a cursor 
around the map and select simple information 
about individual hexagons on the map. The 
<5> or <Eso key may be used to toggle 
between MENU and SCROLL modes. Menu and 
map hex selections are made using the <Enter> 
key. Either the numeric pad or top row of the 
main keyboard may be used to input numbers 
to the program. Don't press the Num Lock key 
This has already been done within the pro- 
gram. 

A list of active keys ("buttons") and their effects 
is given on all game screens. 



1,3 The Map 

The map shows central Europe from northern 
Denmark to central Austria arxl from central 
Belgium to central Poland / Qechoslovakia. 
Military units (when detected) will be displayed 
on the map as standard NATO military symbols 
(see appendix A). Hex scale is twenty five kilo- 
meters. The primary display shows an area 
fourteen hexes wide arxi seven high (about 4% 
of the total map area). SaoUing is accom- 
plished by selecting any of the top six buttons 
at the right of the screen (ST) or pressing the 
correspoxling number keys (IBM/compatibles). 
Holding down the mouse button or number 
key will repeat the saoU in the selected direc- 
tion. The other three buttons shown on the 
nup screen perform the foUowing hirxtions: 

• <U> ^ble/Disable display of unit icons. This 
allows you to remove the units from the map 
to allow urwbstruaed viewing of the map. 
Pressing the key again will return the units to 
the map. 

• <P> Enable/Disable display of hex possession 
and para / amphibious target hex information. 
This fijnction shows which side controls a 
given hex by putting a colored dot in the lower 
left comer of all hexes on the map. When 
erubled, Warsaw Pact hexes will be shown with 
a red dot, rieutral hexes (Austria) with a white 
dot, and NATO owned hexes with a blue dot. If 
the para / amphibious target hex is within the 
displayed area, it will be irxlicated by an out- 
lined "check" mark(ST) or "down arrow" 
(IBM/compatibles) (See section 3.23 — Para / 
Amphibious Hex). 

• <0> Invoke the strategic overview display. 
The unit and possession selections described 
above remain in effect. The entire game map 
will be displayed at a greatly reduced scale. To 
exit, you must select a location on the overview 
display. The starxlard map display will reappear 
centered on the selected area. 

You may also sdect any hex on the starxlard 
map display for additional information (dis- 
played below the map) on terrain and units in 
the hex. This is accomplished by pressing the 
left mouse button(ST) or the <Enter> key 
(IBM/compatibles) while the map cursor is in 
the desired hex. If a hex containing a unit is 
selected, that unit arxl any other units bek)ng- 
ing to its corps (NATO) or army (Pact) will be 
marked with a small reaangle in the lower left 
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comer of the unit icon. Full unit information 
will only be available for friendly arxl neutral 
hexes. 

1.4 Saving a Game 

At the beginning of each turn, you will be given 
the charxe to save the game in progress. A for- 
matted disk, hard disk, or ramdisk (on machines 
with RAM in excess of game requirements) is re- 
quired. You need only follow the prompts in 
order to save the game. Saved games may be 
restarted at the saved point whenever the game 
is booted. 

1.5 The README File 

Your game disk may include a README file. If 
so, then there have been important changes or 
additions to these rules. Please examine any 
README file on your game disk before be^ 
ning play. 

2.0 PLAYING THE GAME 

Each game of Red Lightning consists of 20 or 
60 turns representing the first 10 or 30 days of 
WWin in Central Europe. Each turn represents 
12 hours (either AM or PM) of time. 

Before each turn is resolved, both players may 
move all of their units (or give attack orders), 
plot all their air missions, assign special forces 
teams to targets, and even allocate a paratroop 
or marine unit to land somewhere. Then, after 
all these functions have been completed by 
both players, the turn is resolved with a combat 
phase. The players watch as the combat 
unfolds, arxl the casualties are counted. Score is 
then calculated and displayed indicating that 
another turn is about to begirL 

Before beginning a game of Red Lightning, it is 
strongly recormnended that you carefully read 
sections 3.24 (Movement) and 4.0 (Combat). 
These two sections will let you know the basics 
of how to play. 

There are two playen in a game of Red 
Lightning and either (but not both) can be con- 
trolled by the computer. Thus, the options are: 

• NATO Solitaire A human player controls the 
forces of NATO against a Warsaw Pact computer 
player. 

• Pact Solitaire A human player controls the 
forces of the Warsaw Pact against a NATO com- 
puter player. 

• Two Player Human players control both sides. 



2.1 Pre-Game Selections 

Before starting a game of Red Lightning, you 
will be asked if you wish to load a previously 
saved game. If you do wish to load a saved 
game, the program will display a starxlard selec- 
tor box(ST) or file list(IBM compatibles). Simply 
select the saved game file as indicated to begin 
play. 

If you have not loaded a saved game, you will 
be presented with the foUovmig menu: 

Sctnario Seliction 

Scenario: 

Red Lightning 

'Lions & Tjgere & Bears ..." 

A Gathering of Hosts 
Scenario Length: Long or Short 

General Selection 

Chemical Weapons: Yes or hk) 

Season: Sumnier. Autumn, Winter, or Spring 

Pact Competence Level: Pushover, Moderate. 

Challenging, Hairy. Hideous, or Random 

Play Mode: NATO Solitaire, Pact Solitaire, or Two Pl^er 

Control Levels 

North AdanticySpecial Ops: On or Off 
Air Campaign: On or Off 
Sub Divisional Deployments: On or Off 
Limited Intelligence: On or Off 

2,11 Effects of Menu Selections 

Under the Scenario Selection section of the 
menu, you may choose which of the three sce- 
narios you will play and what scenario length 
you want. If you choose the long scenario, you 
will play for 60 turns or until one side is 
declared victorious (by krxxking the other side 
out of the war). The short scenario lasts only 20 
turns. 

General Selections control the following items: 

Chemical weapons: If "yes", then chemical 
warfare is assumed to be in effect. Warsaw Pact, 
US, and FrerKh artillery factors wiD be modified 
(generally inaeased in effectiveness) depending 
upon cunent weather conditions (see section 
4.2). Units will also fatigue more rapidly in 
combat under these conditions. Warsaw Pact 
SSM attacks on NATO airfields and depots will 
tend to be more effective. Setting this selection 
to "no" will strongly tilt play balance to favor 
NATO. 
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Season: The time of year may be seleaed. This 
v^l have a significant effect on the game. 
Airpower and chemical weapons are vay much 
affected by weather conditions. 

Pact Competence Level: This sets the following: 

1 . Rate of recovery from combat fatigue for Pact 
ground and air units forces. (See section S3) 

2. (xmbat modifier for Pact ground units. (See 
section 4.2) 

3. bitelligence of the computer player in soli- 
taire games. At higher levels, the Warsaw Pact 
computer player plays a 'smarter" and more 
aggressive game and at lower levels a NATO 
computer ^ayer plays a "smarter" arxl more 
careful defensive game. 

• Play Mode This selects for two player or soli- 
taire (human vs. computer) modes of play. 

Control Levels are ON/OFF that either enable 
or disable certain features of the game. A liis- 
torical" game would be with all four selections 
set to "on". However, it is suggested that you 
learn the game with the Air Campaign and 
North Atlantic/Spedal Ops levels set to "off". 

• North Atlantic/Special Ops: This seleas 
whether you will have any input into the corv 
duct of the North Atlantic campaign or use of 
special forces and SSM's (see sections 3.22 and 
S.l). If "on", you will have full access to theater 
reserve units, spedal forces, and SSM forces. If 
"off", you will not have access to the menus 
governing these functions, and these functions 
will be ignored by the program. The North 
Atlantic campaign will still be resolved assum- 
ing only the deployment of default units 
(USMC, Canadian, Norwegian and other 
NATO forces, Soviet 6th Anny and Northern 
Reet marine forces) to Norway. There will be no 
Iceland invasion (see section 5.1). Since the 
Warsaw Pact has significant advantages in these 
areas, setting this selection to "off" will strongly 
upset play balance to favor NATO. 

• Air Campaign: This selects whetha ycu vnIU 
have access to the menus controlling air opera- 
tions. If "on", you vrill have full control of your 
air forces. If "off", the program will control 
both playas' air forces. This function doesn't 
favor either player, and tunning it off will sim- 
plify the game. 

• Sub Divisiorwl deployments: This selects 
whether you will have control over the deploy- 
ments of individual regiments and brigades 



within larger units (see section 3.13). It should 
be noted that turning this function "off" can 
actually make the game more difficult as you 
cannot force units in critical spots into a 
desired deployment mode. If set to "off", the 
computer will control the deployments of both 
players' subordinate (part of a larger unit) regi- 
ments and brigades. The computer will set sub 
unit deployments immediately before the com- 
bat phase. Units adjacent to enemy units will 
have a large proportion of their sub units set to 
forward deployment. Units scheduled to attack 
will be almost entirely set to forward deploy- 
ments. Units in "safe" areas will tend to be set 
to rest and reserve deployments. The sub unit 
deployments displayed on the Examine Unit 
saeen (see section 3.13) will be those selected 
by the computer before the bst turn's combat 
phase. If set to "on", you have hill control over 
these deployments, 

• Limited intelligerKe: This seleas how much 
information is avaUable to you on the location 
of enemy forces. If "on", you only know of 
any units spotted by electronic, airborne, and 
satellite recce, and any information gained 
from spedal and regular forces during their nor- 
mal duties. If "off", both playas will be com- 
pletely informed of the location of all enemy 
forces at all times. The computer players always 
function in a limited intelligence mode, so set- 
ting this selection "off" will upset play balance 
to favor human players. 

Exit Selections allows you to terminate the 
selection process arxl begin playing the game. 

2.2 TUm Sequence 

Each game turn will proceed in the following 

order: 

A. Game Save Opportunity (section 1 .4) 

B. Warsaw Pact Orders Phase (section 3.0) 

C. NATO Orders Ptiase (section 3.0) 

D. Joint Air Ckxnbat Ptiase (section 4.1) 

E. Joint Ground Combat & Movement Phase 
(section 42) 

F. General Resolutions Phase (section 5.0) 

3.0 THE ORDERS PHASE 

Orders will be issued to the military and air 
forces of both alliarKes by use of the Orders 
menu (see section 3.2). At the beginning of each 
turn, the Warsaw Pact player will be given the 
option of invading Austria. Warsaw Pact units 
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may not enter Austria unless an invasion is de- 
clared. NATO units may not enter Austria unless 
Austria requests NATO aid. 

3.1 The Info Menu 

The Info Menu gives you access to the follow- 
ing game functions: 

3.11 Strategic Report 3.14Weather Report 

3.12 Political Report 3.15 Supply Net Map 

3.13 FuH Hex Report 

3.11 Strategic Report 

Selection of Strategic Report will present you 
with a display of the overall strategic situation. 
Territory held by both players is listed, and the 
progress of the North Atlantic campaign is 
detailed. The Central Europe box lists territory 
held by each alliarxre as well as the cunent sup- 
ply stockpile levels of both alliances. The North 
Atlantic box gives the status of Norway, 
Iceland, and the naval situation at sea. The 
three possibilities for the status of each area are 
"Control Contested", "NATO Control", or 
"Campaign Concluded: Pact (or) NATO 
Victory". "Control Contested" means that 
fighting is still going on while "Campaign 
Concluded" means that the battle is over and 
the listed side has been victorious. "Nato 
Contror' indicates that the area has not been 
attacked yet. 

Control of Norway or Iceland will affect the 
outcome of the naval campaign. The stat\js of 
the naval campaign ("at sea") has a significant 
impact on the attrition of convoys carrying 
supplies and reinforcements from the US to 
Europe. These reinforcements, in turn, can 
have a definite effect on the outcome of the 
conflict in Centi^al Europe. 

The Recent News Reports box displays a list of 
significant e\'ents affecting the outcome of the 
war. 

3.12 Political Report 

Selection of Political Report will present you 
with a list of public morale and political align- 
ment (NATO, Warsaw Paa, or neutral) for all of 
the countries in the area. When a country 
reaches zero morale, it may (S0% chance per 
turn) negotiate a separate peace and withdraw 
from the war. Calculation of morale levels is 
explained in section 5.S. 

3.13 Full Hex Report 

When this function is selected, you will be 



asked to select a frierxily hex for examination. 
This is accomplished by clicking the mouse on 
any displayed friendly map hex(Sr) or moving 
the cursor to the desired hex by use of the 
SCROLL keys and pressing <Enter> (IBM). Only 
friendly hexes may be chosen for this hinction. 

The hex information and orders screen gives a 
geographic description and list of combat mod- 
ifiers for the selected hex as well as a list of mili- 
tary units present in the hex. You may either 
examine any units in the hex (see below) or 
exit back to the main map saeen. 

If a unit is selected for examination, you will be 
presented with a detailed list of equipment for 
each of the sub units of the selected unit (i.e. 
regiments for a selected Motorized Rifle 
Division). Also displayed will be the deploy- 
ment and readiness iriformation for all sub 
units of the unit. The effects of deployment 
and readiness of sub units on combat capabili- 
ties of a "unit are detailed in section 4.0. If sub 
unit deployments are under play-er control (see 
section 2.1), they may be changed by clicking 
on the deployment buttons associated with the 
sub units(ST) or by moving the triangular cur- 
sor to a sub unit and pressing <Enter> 
(IBM/compatibles). Any changes in the combat 
strength of the unit will be shown immediately. 

The abiLry to change the deployment of each 
brigade within a division gives you maximum 
control of your forces. If you really have to hold 
a specific position, put your units on "forward" 
deployment and hope for the best. Units that 
are on "forward" deployment are not going to 
recovCT lost efficiency very quickly and wiU 
quickly dwindle in combat power if moved 
around much. If you don't expect to fight with 
a unit, place the brigades on "rest" status to 
enable fast recovery of efficiency. 

The strengths of the unit are displayed at the 
bottom of the saeen with lethality (the ability 
to damage enemy units) on the left of a slash, 
and survivability (the ability to resist damage) 
on the right. Artillery strength is a measure of 
the unit's ability to conduct artillery bombard- 
ments on enemy units. The displayed strcngins 
are fully modified current strengths; they 
include the effects of terrain, sub unit deploy- 
ments, and readiness. Mobile strengths will be 
used during combat if the unit has moved at 
any time during the turn or has an average sub 
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unit readiness of less than 75. Static strengths 
will be used for combats if the unit has not 
moved in a given turn. This reflects the effects 
of prepared defensive positions. (See appendix 
E for details on unit strength calculations.) 

A previous/subsequent unit selection allows 
you to examine other units. This allows you to 
select each unit in play for your side one at a 
time to insure that none were missed. 

3.14 Weather Report 

Current conditions and a condensed surrunary 
of their effects on air operations, unit readiness 
in combat operations, and effectiveness of 
chemical weapons will be displayed. 

Weather forecasts are also available. A 12 hour 
(next turn) forecast is 90% accurate. The 24 
hour forecast (turn after next) is 80% accurate, 
arxi the 36 hour forecast is 70% accurate. 

See section 5.6 for an explanation of weather 
determination and effects. 

3.15 Supply Net Map 

This calls for a calculation and display of cur- 
rent NATO and Warsaw Pact supply nets, A the- 
ater level map (same scale as the Strategic 
Overview map) showing the cunent supplied 
areas will be displayed. This is a complicated 
calculation and will take a few seconds to pro- 
cess. Areas shown as dots are unsupplied while 
sob'd areas are supplied. 

3.2 The Orders Menu 

The Orders Menu gives you access to the fol- 
lowing game functions: 
3.21 A'r Operations 3.24 Unit Movement 

Z22 Special Operatk)ns 325 End Player Turn 
3.23 Para'Amphiblous Hex 

3^1 Air Operations 

Selection of Air Operations gives you access to 
the Air Operations planning screea At screen 
left is a list of aircraft types. One of these types 
is highlighted. Details on the highlighted type 
are currendy displayed in the Mission 
Allotment Orders and Aircraft Description 
boxes. The displayed aircraft may be changed 
by selecting any other type on the list. Recce 
airaaft may not be selected if the limited intel- 
ligence control selection is 'off". 

The Aircraft Description shows a drawing of the 
most numerous or distinctive airaaft in the 
selected type. Below the drawing is a list of 
characteristics for that type (these are an aver- 



age if multiple or distinctive aircraft models are 
lumped together). Characteristics include aii 
superiority, strike capability, dose air support 
capability, avionia capabifey, and survivability. 
Additionally, the readiness of the force and the 
number of aircraft of that type avaUable are 
shown. 

Air superiority, strike capability, and ck)se air 
support capability display the airaaff s ability 
to accomplish these missions. Avionics capabil- 
ity indicates the ability of the airaaft type to 
operate in less than idieal conditions. 
Survivability is a measure of the ability to resist 
attrition while on a mission. Force readiness, 
like the readiness level of a ground sub unit, is a 
modifier to the ability of the force to carry out 
its mission. The total airaaft listing gives the 
total number of airaaft in the selected (high- 
lighted) category. 

Allocations of aircraft to various missions is 
accomplished by selecting buttons in the 
Mission Allotment Orders box. Selecting "All 
rest" will assign all airaaft of the selected type 
to rest for the turn. This should be done when 
the readiness falls below an acceptable level or 
when environmental conditions would prevent 
effective accomplishment of assigned missions 
(i.e. MiG-2rs flying on a PM/Stonn mm). 

At the bottom of the Mission Allotment Orders 
box is a flight conditions irxlicator. Aircraft 
effectiveness for each condition is: 

Vefy(k)od 100% 

(5ood 20% • avionics 

Poor 15% • avionics 

Very Poa 10% * avionics 

This is essentially a force multiplier. Example: 
100 Su-24 airaaft (avionia - 4) operating 
under "poor" flight conditions will function 
with the effectiveness of 60 ( 1 5% * 4 * 100 ) Su- 
24 operating under 'very good" flight condi- 
tions. Survivability is not affected by flight con- 
ditions. 

Flight conditions are based on weather and 
time of day as follows: 

Fair weather/AM very good 

Fair weather/PM or 

Ckxjdy weather/AM good 

Ckxidy weather/PM or 

Stomis/AM poor 

Stomis/PM very poor 



Whenever any part of a force is flown (assigned 
a mission), that foice will have its readiness 
deaeased by 10% * fraction of force flown. 
Example: If 65 airaaft of a 120 aircraft force are 
assigned missions on a given turn, then the loss 
of readiness experieiKed by that force would 
be: 10% • 65 / 120 = S %. Air forces recova 
about 5% readiness on any given turn. If 50% 
of all airaaft are flown every turn, and there are 
no attacks on airbases (which also affects force 
readiness), force readiness will remain constant. 

3^2 Special Operations 

Special Operations indude all uses of airborne 
and marine forces, special forces teams, and 
Surface-to-Surface Battlefield Missiles (SSMs)- 
(Paa player only). These functions are handled 
through the Special Operations Menu Option. 
If selected, this option will present you with the 
main special operations saeen. From this 
saeen you may exit back to the map, examine 
theater level airborne & marine forces, examine 
special forces & SSM's, or examine Norway and 
Iceland deployments of theater reserve units. 

3.221 Theater Level Airborne and 
Marine Forces 

If you examine theater level airborne and 
marine forces, you v^Ul get a new saeen with a 
list of all cunently available theater level air- 
borne and marine units and their unit 
strengths. Any unit may be selected for deploy- 
ment by selecting the button to the left of a 
unit name. Pressing the button again "de- 
selects" the unit. Only one unit may be selected 
for deployment on any given turn. The selected 
unit will be deplo>^ to the area indicated at 
the bottom of the screen. Selecting the "Unit 
dcployiTient area" button will toggle deploy- 
ment sites for sdeaed units from a map hex on 
the central front (see below) to/from Norway or 
Iceland. (Iceland may only be selected as a 
deployment area once either the "at sea" or 
Norway campaigns have been concluded with a 
Warsaw Pact viaory.) 

3.222 Special Forces Teams and SSMs 

Examining the Spedal Forces and SSMs will 
lead you to another screen where you may 
assign special forces teams and SSMs to specific 
missions. The rrussions will be accomplished at 
the end of the tum. These missions represent 
actions by company size teams or small salvos 
of tactical battlefield missiles (SSMs). Allowed 
missions are: 



• Airfield suppression... Each airfield suppres- 
sion mission will have the following effect: One 
enemy aircraft type is seleaed. From 1 to 10 of 
the selected type are destroyed, and the force 
readiness is decreased by 5%. (This is the same 
effect as an airstrike on an airfield.) 

• Port/POMCUS/railway suppression... Each 
such mission will attack one enemy reinforce- 
ment unit as it enters the map. The entering 
urut will suffer a 20 point reduction in readi- 
ness of all sub units. If no enemy units enter 
the map this turn, the mission is cancelled 
without loss to the special forces team. 

• Rear area harassment... Each such mission will 
have a stockpile / 1000 chance of reducing the 
enemy supply stockpfle by one. 

• IntelligetKe gathering... Each such mission will 
add a 10% ch^Ke to spot enemy forces during 
recce resolution at the end of the tum. (See sec- 
tion 5.4) This option may not be chosen if the 
limited intelligence control selection is "off". 

For each mission accomplished, one special 
forces team is expended and removed fiom the 
game. Selected actions may be cancelled by 
selecting the "Cancel all actions" button. 

The SSM menu is used to assign fire missions to 
Warsaw Pact SSM's. NATO has no similar capa- 
bility. Each fire mission represents the launch 
of 1 2 missiles. Missions are the same as for spe- 
cial forces with the exception that SSM's may 
not be used for intelligence gathering. SSM's 
also have the hirther limitation that if chemical 
warfare is noi in effect, each fire mission has 
only a 50% chance of being effeaive. 

3.223 Norway and Iceland Deployments 
A list of all units deployed from each player's 
theater reserve to Norway or Iceland is dis- 
played. Note that the Warsaw Paa player need 
not deploy units to Norway in order to have a 
chance of victory as there are units assumed to 
be deployed there automatically. However, 
there will be no Iceland campaign unless the 
Warsaw Paa player deploy's at least one theater 
reserve unit to Iceland. (There are assumed to 
be no Pact default forces sent to Iceland. The 
decision to irutiate an Iceland invasion is up to 
the Warsaw Pact player once he controls 
Norway or wins the campaign "at sea".) 

3.23 Para/Amphibious Hex 

Any unit selected for deployment to the central 
front ( the area covered by the game map ) will 
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4.0 COMBAT PHASE 

Each rum, after both sides have moved (or plot- 
ted moves for) all desired units, the game pro- 
ceeds into the combat phase to resolve all air 
and ground combats. Air combat consists of Air 
Superiority, Grcxjnd Support, and Air Strike 
missions. Ground combat occurs whenever 
units belonging to one side attempt to enter a 
hex occupied by the other side's units. 

4.1 Joint Air Combat Phase 

Once into the combat phase, all Air Combat is 
resolved first (as air combat may heavily affect 
grourxi combat) and then all ground combat is 
resolved. The air combat resolution starts with 
Air Superiority missions and then proceeds to 
Grourid Support and Strike missions. The 
results of the Joint Air Combat Phase are listed 
in the information window at the bottcxn of 
the saeen. 

NATO and Warsaw Pact airaaft with Air 
Superiority missions will add their combat 
capability to a base value capability (due to anti 
airaaft fije) of their respective alliance. This 
capability number translates to a loss ratio that 
nuses casualties among enemy airaaft flving 
that tum. The number of claimed kills will be 
displayed at the bottom of the saeen. 
(Displayed kills will approximate aaual kills by 
a factor of 1 .2 to 2.0). The actual algorithm 
used in calculating the number of aircraft 
destroyed is listed in appendix L 

Ground Support missions aeate additional 
artillery points at a rate based on the capability 
of the assigned airaaft. The number of points 
aeated are listed during the Joint Air Combat 
Phase on the "Qose Air Support" line. The 
algorithm for calculating the number of 
artillery points aeated by a given force is listed 
in appendix L The artillery points aeated are 
added to all units on the friendly side. 

Airstrikes are assigned by the appropriate player 
to attack airbases, supply lines, or troop ccxi- 
cenirations. Each strike on an airbase will select 
(randomly) one enemy aircraft type, destroy 1- 
10 of the type, and deaease the readiness of 
the t>pe by 5%. Every supply line strike, on the 
other hand, has a stockpile/ 1000 chance of 
reducing the enemy supply stcKkpile level by 
one. Each strike against troop concentrations 
will have a 1% charKe of striking each enemy 
sub unit (unit subordinate to a larger unit). 
Each piece of equipment in the inventory of 
the sub unit has a chance of surviving the 



attack. In addition to the loss of equipment, the 
sub unit will have its readiness deaeased bv 1 



Open 


1.0 


1.0 


10 


Forest 


1.0 


2.0 


1.5 


Rough 


1.0 


2.0 


1.5 


Marsh 


1.0 


2.0 


1.0 


Urban 


1.0 


3.0 


2.0 


River 


0.75 


1.0 


1.0 



lu oj poinis. nny uniis so aneaea wui oc iisiea 
below the map. 

4.2 Joint Ground Combat & 
Movement Phase 

.All maneuver movements plotted during the 
orders phase are executed in a random order 
with one corps/army moving all of its units 
before units of the next corps/army move its 
units. Movement altemates between NATO and 
the Warsaw Pact with one Pact army moving, 
then one NATO corps. All units of each player's 
theater reserve are considered to belong to one 
corps for this purpose. 

If a unit attempts to enter a hex abeady occu- 
pied by an enemy unit, combat will occur. If 
the defending unit began the tum with an 
average sub unit readiness of at least 75 and did 
not expend any movement points during the 
tum, the attack is treated as an assault, and the 
defending unit uses its static strength. If the 
defending unit expended any movement 
points this tum, a meeting engagement is 
assumed, and the defending units defend with 
mobile strengths. 

4.21 Ground Combat Strength 
Modifiers 

The numbers that are displayed during a full 
hex report (see section 3.13) are the strengths 
of the units. They will be modified by tenain 
and cherrucal warfare (see charts below). In 
addition, the pact competence level selection 
will modify the combat abibty of Pact units: 

Pact Competence Stren^h Multiptier: 

Pushover 0.8 

Moderate 0.9 

Challenging 1.0 

Hairy 1.1 

Hideous U 

Terrain Effects On Unit Combat 
Strengths: 

TBIMINTm UrmUTT UGKflMn SURW\MiUTT 



The light units modifier applies only to units 
listed as having a survivability of one or two in 
Appendix B. Survivability modifiers are cumula- 
tive, thus increasing the survivability of light 
units in urban terrain six-fold. 

Weather Effects on Chemical Weapons: 
AoanoM. 

tKxnei mrnm moo reaoucss u» 



lair/wami 1.1 4 

fairAnid M 2 

fair/coid 1i 2 

doudy/warm 1i 4 

doudy/mild 1.3 2 

ckHjdy/cold 1.3 2 

stonre 1.0 (no effect) 



Thus, all artillery factors are multiplied by 1.1 
on a fair/warm day arxl all combats result in an 
additional 4 points of readiness being lost. 

4-22 Ground Combat Resolution 
Ground combat is resolved in a three-step pro- 
cess that ends up displaying the battle results in 
a Battle Result Display. This display shows the 
% of the attacking and defending forces that 
must check for elimination. Note that this per- 
centage does not necessarily match the percent- 
age of equipment lost, just the percentage of 
the equipment that had to check for loss. The 
steps are the Artillery Combat Step, the Ground 
Combat Step, and the Elimination/Retreat/- 
Advance Step. 

Artillery Combat 

All units attempting to enter or hold the hex 
will sum their artillery values. If the corps/army 
headquarters or any corps/army artillery units 
belonging to the the involved corps/army are 
within two hexes of the combat hex. they will 
contribute 1/2 of their combined artillery and 
rKxi-artillery factors as artillery strength in sup- 
port of the combat. Only units not sdieduled to 
perfonn their own maneuver combats will be 
available for ranged artillery support. Artillery 
units scheduled for maneuver combats will be 
treated as normal combat units and will con- 
tribute their entire artillery values to their plot- 
ted combat. When chemical weapons are in use, 
the total artillery value may be multiplied by a 
factor of 1 .1 to 1.3 depending upon the weather. 
Only Warsaw Pact, US, and French units receive 
a chemical warfare advantage. Finally, close air 
support is added to the attacking player's 
artillery value. This gives a final "Artillery 



Value", which is then con\'erted into a "Loss 
Ratio". This "Loss Ratio" is applied to enemy 
forces arxl causes losses that are calculated from 
the survivability of the forces involved and 
whether or rxjt those forces are in static or 
mobile modes (mobile forces suffer greater losses 
from artillery combat). See appendix E for 
details on the algorithms used in artillery com- 
bat. 

Ground Combat 

After artillery combat, ground combat is 
resolved. Ground combat is very similar to 
artillery combat except that the non-artillery 
lethality (see Appendix B) of the forces involved 
is used instead cSf the artillery factors, arxi there 
is no contribution to the combat from air sup- 
port or artillery units. Remember that the 
lethality of static units is higher than that of 
mobile units, arxl that the lethality of units 
attacking from river tenain is multiplied by .75. 

Eliminations, Retreats and Advances 
After Combat 

After losses are applied to both sides, a check is 
made to determine whether any units have 
been eliminated. If so, those units are removed 
from the map. Surviving defending units are 
then checked to see if they will retreat. The 
chance that a unit will retreat is equal to the 
loss ratio from non-artillery combat. This num- 
ber is shown in the Battle Result Display during 
the combat resolurion phase and will range 
from 2% to 100%. NATO units will only retreat 
north, northwest, southwest, or south. Warsaw 
Pact units will only retreat rxjrth, northeast, 
southeast, or south. Units will retreat into a 
random friendly hex if one is available. If a unit 
attempts to retreat and no retreat route is avail- 
able, the unit will stay in place and suffer an 
additional 5% equipment loss and readiness 
deaease. 

If all defending units retreat from the hex, 
attacking units may advance into the hex. The 
chance for a unit to advance is equal to the 
average readiness of the unit's sub units divided 
by 100%. A unit with a low average readiness 
level is unlikely to advance after combat. Also, 
a unit can only advance afta combat if at least 
one of its sub units has a "reserve" deployment. 

4.23 Combat Summary 

The combat strength of a unit is based upon the 
t>pe of equipment assigned to the unit, the 
readirxss of its sub units, and the deployments 
of those sub units. Large quantities of lethal, 



4.0 COMBAT PHASE 

Each rum, after both sides have moved (or plat- 
ted moves for) all desired units, the game pro- 
ceeds into the combat phase to resolve all air 
and ground combats. Air combat consists of Air 
Superiority, Ground Support, and Air Strike 
missions. Ground combat occurs whenever 
units belonging to one side attempt to enter a 
hex occupied by the other side's units. 

4.1 Joint Air Combat Phase 

Once into the combat phase, all Air Combat is 
resol\"ed first (as air combat may heavily affect 
ground combat) and then all ground combat is 
resolved. The air combat resolution starts with 
Air Superiority missions and then prcxreeds to 
Grourid Support and Strike missions. The 
results of the Joint Air Combat Phase are listed 
in the information window at the bottom of 
the saeen. 

N.ATO and Warsaw Pact airaaft with Air 
Superiority missions will add their combat 
capability to a base value capability (due to anti 
airaaft fije) of their respective alliance. This 
capability number translates to a loss ratio that 
nuses casualties among enemy airaaft flying 
that turn. The number of claimed kills will be 
displayed at the bottom of the saeen. 
(Displayed kills will approximate aaual kills by 
a factor of 1.2 to 2.0). The actual algorithm 
used in calculating the number of aircraft 
destroyed is listed in appendix L 

Ground Support missions aeate additional 
artillery points at a rate based on the capability 
of the assigned airaaft. The number of points 
aeated are listed during the Joint Air Combat 
Phase on the "Qose Air Support" line. The 
algorithm for calculating the number of 
artillery points aeated by a given force is listed 
in apperidix L The artillery points aeated are 
added to all units on the friendly side. 

Airstrikes are assigned by the appropriate player 
to attack airbases, supply lines, or troop con- 
centrations. Each strike on an airbase will select 
(randomly) one enemy aircraft type, destroy 1- 
10 of the type, and deaease the readiness of 
the type by 5%. Every supply line strike, on the 
other hand, has a stockpile/ 1000 charKe of 
reducing the enemy supply stockpile level by 
one. Each strike against troop concentrations 
will have a 1% chance of striking each enemy 
sub unit (unit subordinate to a larger unit). 
Each piece of equip)ment in the inventory of 
the sub unit has a chance of surviving the 



attack. In addition to the loss of equipment, the 
sub unit will have its readiness deaeased bv 1 
to 20 points. Any units so affected will be listed 
below the map. 

4.2 Joint Ground Combat & 
Movement Phase 

•Ml maneuver movements plotted during the 
orders phase are executed in a random order 
with one corps/army moving all of its units 
before ur\its of the next corps/army move its 
units. Movement alternates between NATO and 
the Warsaw Part with one Part army moving, 
then one NATO corjK. All units of each player's 
theater reserve are considered to belong to one 
corps for this purpose. 

If a unit attempts to enter a hex already occu- 
pied by an enemy unit, combat will occur. If 
the defending unit began the turn with an 
average sub unit readiness of at least 7S and did 
not expend any movement points during the 
turn, the attack is treated as an assault, and the 
defending unit uses its static strength. If the 
defending unit expended any movement 
points this turn, a meeting engagement is 
assumed, and the defending units defend with 
mobile strengths. 

4.21 Ground Combat Strength 
Modifiers 

The numbers that are displayed during a full 
hex repwrt (see section 3.13) are the strengths 
of the units. They will be modified by tenain 
and chemical warfare (see charts below). In 
addition, the part competerxe level selertion 
will modify the combat ability of Part units: 

Pact Competence Stren^h Multiplier: 

Pushover 0.8 

Moderate 0.9 

Challenging 1.0 

Hairy 1.1 

Hideous 1.2 

Terrain Effects On Unit Combat 
Strengths: 
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The light units modifier appbes only to units 
listed as having a survivability of one or two in 
Appendix B. Survivability modifien are cumula- 
tive, thus increasing the survivability of light 
units in urban tenain six-fold. 

Weather Effects on Chemical Weapons: 

ADOmCMN. 

mxwa AHTiiBrrMoo reaoi»css loss 



tair/wami 1.1 4 

tair/mid M 2 

fair/cdd \2 2 

doudy/warm 1i 4 

doudy/miW 1.3 2 

doudy/coW 1.3 2 

stonre 1.0 (no effect) 



Thus, all artillery factors are multiplied by 1.1 
on a fair/warm day arxi all combats result in an 
additional 4 points of readiness being lost. 

4-22 Ground Combat Resolution 
Ground combat is resolved in a three-step pro- 
cess that ends up di^laying the battle results in 
a Battle Result Display. This display shows the 
% of the attacking arid defending forces that 
must check for elimination. Note that this per- 
centage does not necessarily match the percent- 
age of equipment lost, just the percentage of 
the equipment that had to check for loss. The 
steps are the Artillery Combat Step, the Ground 
Combat Step, and the Elimination/Retreat/- 
AdvarKe Step. 

Artillery Combat 

All units attempting to enter or hold the hex 
will sum their artillery values. If the corps/army 
headquarters or any corps/army artillery units 
belonging to the the involved corps/army are 
within two hexes of the combat hex, they will 
contribute 1/2 of their combined artillery and 
non-artillery factors as artillery strength in sup- 
port of the combat. Only units not scheduled to 
perform their own maneuver combats will be 
available for ranged artillery support. Artillery 
units scheduled for maneuver combats will be 
treated as rwrmal combat units and will con- 
tribute their entire artillery values to their plot- 
ted combat. When chemical weapons are in use, 
the total artillery value may be multiplied by a 
factor of 1.1 to 1.3 depending upon the weather. 
Only Warsaw Pact, US, and French units receive 
a chemical warfare advantage. Finally, close air 
support is added to the attacking player's 
artillery value. This gives a final "Artillery 



Value", which is then conv-ertcd into a "Loss 
Ratio". This "Loss Ratio" is applied to enemy 
forces arxi causes losses that are calculated from 
the survivability of the forces involved and 
whether or rx)t those forces are in static or 
mobiJe modes (mobile forces suffer greater losses 
from artillery combat). See appendix E for 
details on the algorithms used in artillery com- 
bat. 

Ground Combat 

After artillery combat, ground combat is 
resolved. Ground combat is very similar to 
artillery combat except that the non-artilJery 
lethality (see ApperKlix B) of the forces involved 
is used instead df the artillery factors, and there 
is rx) contribution to the combat from air sup- 
port or artillery units. Remember that the 
lethality of static units is higher than that of 
mobile units, and that the lethality of units 
attacking from river tenain is multiplied by .75. 

Eliminations, Retreats and Advances 
After Combat 

After losses are applied to both sides, a check is 
made to determine whether any units have 
been eliminated. If so, those units are removed 
from the map. Surviving defending units are 
then checked to see if they will retreat. The 
charKe that a unit VN-ill retreat is equal to the 
loss ratio from non-artillery combat. This num- 
ber is shown in the Battle Result Display during 
the combat resolurion phase and will range 
from 2% to 100%. NATO units will only retreat 
north, northwest, southwest, or south. Warsaw 
Pact units will only retreat north, northeast, 
southeast, or south. Units will retreat into a 
random friendly hex if one is available. If a unit 
attempts to retreat and no retreat route is avail- 
able, the unit will stay in place and suffer an 
additional 5% equipment loss and readiness 
deaease. 

If all defending units retreat from the hex, 
attacking units may advance into the hex. The 
chance for a unit to advance is equal to the 
average readiness of the urut's sub units divided 
by 100%. A unit with a low average readiness 
IcN'el is unlikely to advance after combat. Also, 
a unit can or\ly advance after combat if at least 
one of its sub units has a "reserve" deployment. 

4.23 Combat Summary 

The combat strength of a unit is based upon the 
t>pe of equipment assigned to the unit, the 
readiness of its sub units, and the deployments 
of those sub units, l^rgc quantities of lethal, 



survivable weapon systems will lead to lethal, 
survivable units. High readiness rates lead to 
high combat strengths. Poor equipment and 
readiness rates lead to weak units. Forward 
deployments will maximize your unit strength 
(at the expense of limiting the rate at which the 
unit an recover from combat). A unit wiU only 
advance after a successful combat if at least one 
sub unit assigned to it has a reserve deployment. 

Units will cause fewer casualties to your oppo- 
nent if they are forced to fight from open ter- 
rain. You can maximize the combat power of 
your units by defending in rough, urban, or 
forested tenain. Non artillery units will launch 
weaker attacks than normal from river hexes. 

Units will defend better after they have been in 
a hex for at least a turn. 

Artillery and HQ units will contribute strength 
to any combats within two hexes of their loca- 
tion. Qose air support contributes to the 
strength of your units in both attacks and 
defenses. 

4.3 Airborne & Amphibious 
Operations 

Airborne and amphibious landings of theater 
reserve units will proceed without difficulty if 
the target hex is not occupied by enemy units, 
and if the hex is not already occupied by two 
friendly units. The unit being deployed will 
however suffer some losses in the process. (If 
the hex is already occupied by two friendly 
units, the drop will be aborted without losses.) 
Units will lose more equipment during AM 
drops due to irKreased charKes for interception, 
but night drops impose a greater loss of readi- 
ness. "Rie losses are also affected by the size of 
the enemy air force and the X coordinate of the 
airdrop target hex. 

If the target hex is occupied by enemy units, a 
standard combat (as described in section 4.1) 
will occur. On the ttim of a drop, the airborne 
or marine unit's lethalities arxi any friendly 
close air support which applies to the combat 
drop will be multiplied by 1 .66. If the defend- 
ing unit is not forced to retreat from the hex, 
the dropped theater reserve unit will be 
destroyed. If the defending unit does retreat, 
the dropped theater reserve unit will be placed 
in the target hex as planned. 

Airborne and marine units may not be 
deployed to the central front during the last 10 
ttjms of ?ny game. They may still be deployed 
"out Of theater". 



5.0 GENERAL RESOLUTIONS PHASE 

After all movement and combat is resolved, 
The computer will resolve the cunent turn's 
actions in the following areas: 

5.1 The North AlJantic Campaign 
52 Reinforcements 

5.3 Resupply Operations 

5.4 Intelligence Gathering 

5.5 National Morale Determination 

5.6 Weather Delerminatwn 

5.7 End of Game Test 

5.1 The North Atlantic Campaign 

The North Atlantic Campaign is divided into 
three parts: Norway, Iceland, and the naval 
campaign "At Sea". Players may deploy units 
from their theata reserve forces in attempts to 
influence the outcome of the campaign. The 
results of the campaign will in turn influence 
the outcome of the "big show" on the central 
front. VNTien checking for viaory in the three 
areas, the computer always checks for a Warsaw 
Part virtory first. If the Warsaw Part fails to win 
in an area, then the NATO player is checked to 
see if he wins. The detailed algorithms for virto- 
vf calculation are listed in Appendix L 

• Norway: Most of the forces involved in this 
area are invisible to players. Warsaw Part 
(default) forces include the Soviet 6th Army, 
v%ith support from Northern Reet naval 
infantry, and air units based near Norway. 
NATO (default) forces include the Norwegian 
army and air force, as well as contingents of 
USMC, (British) Royal Marines, and Canadian 
army troops. The Warsaw Part has an advan- 
tage here that can only be countaed by NATO 
reserve units. If the NATO player commits 
nothing, the Warsaw Part has a base 333% 
chance of virtory each turn compared with a 0- 
2% chance for NATO. 

• Iceland: An Icebnd invasion can only occur if 
the Warsaw Part player deploys an airborne or 
marine unit to Iceland. This can only happen if 
the Warsaw Part player wins either "At Sea" or 
in Norway. The Warsaw Part have no default 
forces for tfiis campaign while the NATO 
defenses on Iceland are the NATO defaults. The 
chance of virtory for the Warsaw Part is based 
on the lethality of the forces both players com- 
mit to the campaign while the NATO chance of 
virtory is 0-10% (depending on the cunent sta- 
tus of the "At Sea" campaign). 
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• "At Sea": Each turn there is a 10% chance of a 
major naval engagement in the North Atlantic. 
Once each week, a convoy sails from the US to 
Europe. On turns that convoys arrive, an 
engagement will automatically occur if the 'At 
Sea" campaign has not yet been resdved. 
When an engagement occun, there is a 15% 
chance that it will be dedave. If this happens, 
then the fate of the 'At Sea" campaign is decid- 
ed and a winrier declared. If the Warsaw Pact 
doesn't control either Norway or Iceland, the 
chance of victory for the Pact is 20% (compared 
with 80% for NATO). If the Pact playa controls 
Norway but rxjt Iceland, the chance goes to 
35% Pact/6S% NATO. If the Paa controls both 
Iceland and Norway, the victory charKe goes to 
50%/50%. 

A victory in one of the areas of the North 
Atlantic Campaign affects the following items 
in the Central Front: 

• Morale: National morale is affected by the 
condusion of any part of the North Atlantic 
Campaign. National morale for NATO nations 
will be inaeased by 5% if their alliarKe wins in 
Nonvay, Iceland, or "At Sea". Losses will 
decrease NATO morale by the same amount. 
Britain will be affected by ± 10% and the US 
win be affected by ± 15%. If the Part player 
wins either the Norway or Icelarxl campaigns, 
the national morale of Norway (or Iceland, as 
appropriate) will be set to 0%. 

• Supply: Convoys from the US begin with 20 
stockpile points each. Attrition will range from 
10% to 100% depending on the outcome of the 
•At Sea" campaign, the Iceland campaign, and 
the Norway campaign. Convoy losses will be 
described in the Strategic Report (section 3.1 1) 
as Light, Moderate, or Heavy. Light losses irxii- 
catc 10-30% losses while Moderate losses indi- 
cate 40-60% casualties. Anything above 60% is 
regarded as Heavy losses. 

• Reinforcements: Some US army units are sent 
to Europe by sea. These units, the 24th Infantry 
Division and the 75th Artillery Brigade, are 
transported by convoys. Convoy losses will 
translate directly into equipment losses. 

5.2 Reinforcements 
Each turn, units may be scheduled to appear at 
some location on the map. Air units will appear 
directly in the appropriate forces (see section 
3.21). Ground units will appear in the hexes 
listed for them in the order of battle if those 
hexes are frierxlly (not controlled by the cither 



player) and there is room for them in the hex 
(Orily two units may occupy a hex). Nomial 
corps/army stacking restrictions do not apply in 
this case. 

An important fartor for NATO are the POM- 
CUS/MOBIUZATION (Pre-Positioned Materiel 
Configured in Unit Sets) sites. These sites repre- 
sent all places where a unit's equipment is posi- 
tioned in storage areas waiting for the troops to 
arrive to pick it up. The US has a number of 
major POMCUS/MOBIUZATION sites in 
Central Europe that allow US troops to be 
flown to Germany to pick up their equipment 
there and quickly become a combat ready unit. 
However, any POMCUS/MOBIUZATION site 
that is occupied by an enemy unit is destroyed. 
Therefore, it is important to the NATO player 
that all reinforcement locations be garrisoned 
until the arrival of the units that will be using 
the POMCUS/MOBIUZATION sites. A complete 
list of POMCUS/MOBIUZATION sites can be 
found in section 5.21. 

Units scheduled to appear within 1 hex of a 
map edge and British 1st Infantry Brigade, do 
not use POMCUS/MOBILIZATION sites and 
will appear next to their rdnforcement hex if 
their original reinforcement hex is occupied. 
Units unable to enter a hicndly hex due to 
stacking limitations, or unable to enter an 
unfriendly map edge hex will postpone entry 
to that hex until room exists for them in the 
scheduled entry hex. 

5.2 J POMCUS/MOBILIZATION Site 
Listing 

The POMCUS/MOBIUZATION hexes are Usted 
below urxler each scenario. The listed turns rep- 
resent the tijm that the last reinforcement unit 
comes in at that hex (and therefore the POM- 
CUS/MOBIUZATION site becomes empty). The 
sites are as follows: 



Red Lightning: 

4,32 (until turn 3) 21.4 (until turn 4) 



7.27(untiltiim3) 
9,37 (until turn 3) 



21.12 (until turn 4) 
14.37 (unDltumS) 



1 2.25 (until turn 3) 20.26 (until turn 5) 

16.44 (until turn 3) 21.17 (until turn 5) 

19.7 (until turn 3) 25.47 (until turn 5) 

19.15 (until turn 3) 27.13 (until turn 5) 



4.34 (until turn 4) 
7.25 (until turn 4) 
8.32 (until turn 4) 



8.31 (until tijm6) 
17.44 (until turn 6) 
29,10 (until turn 6) 



4.29 (tfitil turn 7) 
7.31 (mtil turn 7) 

12.39 (until turn 7) 
17.11 (until turn 7) 
8.25 (mtil tijm 8) 
6.30(ifitii turn 11) 
12.41 (until turn 13) 
4^1 (irtil turn 15) 

14.40 (until tijm 15) 
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"Lions and Tigers and Bears... 

6.30 (until turn 2) 4,31 (until tim 6) 
12.41 (until turn 4) 14.40 (uiti turn 6) 

A Gathering of Hosts: 
none 

5.3 Resupply Operations 

During the Resupply Phase, a part of the 
General Resolutions Phase, the supply stattis of 
each hex on the map is calculated. A supplied 
hex is any hex which can trace a line of hexes 
of any length to a frierxily supply source. The 
following hexes may act as supply sources if 
they are friendly to the indicated player: 

Supply Sources: 



West map edge NATO 

East map edge Warsaw Pact 

4.25 NATO (if either 4.24 a 5.25 

are NATO controled) 
12.21 NATO 

14.20 NATO 

16.21 NATO 

17.11 NATO 

21.8 NATO Of Warsaw Pact 

21.17 Warsaw Pact 

29.10 NATO Of W»saw Pact 

50.16 Warsaw Pact 



Sub units in suppUed hexes will be checked and 
readiness may be increased if the sub unit has a 
readiness of less than 100. The chance for suc- 
cessful resupply is equal to 1% times the cur- 
rent stockpile level. Thus, if stockpfles are at 
100 or greater, resupply for units in supplied 
hexes is automatic. 

Resupply Schedule: 

Sub unit deployment Readiness IrKrease 

Forward readiness = readiness ♦ 4 (NATO) 

Reserve readiness = readiness + 8 (NATO) 

Rest readiness = readiness + 12 (NATO) 

The Pact competence level will affect the readi- 
ness Inaease rates of Pact units as follows: 
Pushover As for NATO ' i 



Moderate As for NATO ' .75 

Challenging — As fa NATO 

Hairy As for NATO ' 1.25 

Hideous Asfor NATO * 1.5 



For each sub unit resupplied, there is a 0.1% 
chance that friendly stockpile levds will 
deaease by one. Only sub units which need 
resupply (have readiness of less than 100) will 
be resupplied. 



In addition to the readiness modification from 
resupply, the number of movement points that 
the units will have on the following turn are 
calculated during the Resupply Phase. Unit 
movement allowances for each unit are deter- 
mined depending on the average readiness of 
the unit's sub units. Units with an average 
readiness of greater than 74 will receive a 
movement allowance of 12 for the following 
turn. Other units will receive a movement 
allowance of 10. If a unit is not in a friendly 
supplied area (as displayed from the menu 
'Supply Net Map" option), it will be given a 
movement allowance of 0 (zero) for the follow- 
ing turn if its average sub unit readiness is less 
than SI. Exception: Deployed theater reserve 
units (airborne arxl marine units) always have a 
2S% chance of receiving a 10 point movement 
allowarx:e if unsuppbed. This represents air 
resupply 

Thae is a 75% chance that the Warsaw Pact 
supply stockpile will increase by one each turrL 
NATO stockpile inaeases are determined by 
convoy attrition (see section 5.1). There is a 
50% chance that one SSM shot will arrive as 
reinforcements to the Pact SSM force. 

NATO air forces have their readiness increased 
by 5%. Pact air forces will have their readiness 
inaeased by 3 to 7% depending on the Paa 
Competence Level setting. 

5.4 Intelligence Gathering 

Before recce takes place (see below), each hex 
on the central front map will be checked for 
change of possession. Each unit on the map 
possesses a patrol radius of one hex distance in 
every direction. Any hex within the patrol 
radius of one player's unit and not in the patrol 
radius of one of the otha player's units will 
automatically become friendly to the the 
patrolling unit. 

If the limited intelligence control seleaion is 
set to "on", then each player may only see 
those enemy military units which have been 
deteaed by friendly recce. There are four ways 
to gain intelligence on enemy dispositions: 

A. Satellite (orbital) recce 

B. Airborne recce 

C. Patrols by military units of their immediate areas 

D. Special forces missions k) gather informatkMi 
behind enemy lines. 



Any enemy forces adjacent to friendly units at 
any time wiU be spotted. Orbital, airborne and 
special forces recce are cumulative: 

Chance of Spotting units in an enemy 
controlled hex: 

Orbital recce (tair weather) 20% 

Orbital recce (cloudy weather) — 10% 

Orbital recce (storms) 0% 

Special ferces recce +10% * number of 

missions 

Airborne recce see bdow 

Airborne recce for each side is divided 
into three geographic regions: 

ssss m mmnsL 

Tactical recce: hexrows 0-28 hexrows 23-54 
Deep recce: hexrows 2M2 hexrows 12-22 
Strategic recce: hexrows 43-54 hexrows 0- 1 1 

Airborne recce will occur in each region for 
which aircraft were assigned nnissions earlier in 
the turn. Airborne recce is the primary method 
of gaining information on enemy deployments. 
The percentage effectiveness of such recce is 
based on the effectiveness of the airaaft, the 
capability of the airaaft, the readiness of the air- 
craft, and the number of reece aircraft commit- 
ted. The exact formula is listed in appendix L 

'Masldrovka": The Soviet military devotes corv 
siderable resources to deceptive counter-intelli- 
gence. Each turn, several (generally from one to 
ten) false Soviet units may appear on NATO's 
map display As these units aren't really there at 
all, any NATO unit moving next to such a 
ghost unit will remove it from the map. False 
units have no direct effect on play 

5.5 National Morale 
E>e termination & Effects 

All countries except the Soviet Union will be 
affected to some extent by troop losses. Each 
sub unit lost in combat will decrease national 
morale for the owning nation by ( 1 / starting 
number of sub units). Each unit lost by a small 
army will have a large effect on the owner's 
national morale. 

For every 30 non urban or 6 urban hexes lost or 
gauied by an alliance, all members of the 
alliance will lose or gain 1% national morale. In 



additioa loss of the following cities to enemy 
occupation will subtiact 20% from the national 
morale of the losing nation. This morale is re- 
gained if the city is re-taken. 

Major City Morale Losses: 

Vienna(43.46) Austria 

Brussels(0.33) Belgium 

Prague(36.37) Czechoslovakia 

Cop€nhag€n(29.10) Denmaric 

Strasbourg(12.44) France 

Ber ln(33.26) 6DR (East Germany) 

Bonn(10.33) FRG (West Germany) 

Amsterdanf)(3.26) Nelheriands 

Lodz(53.29) Poland 

For each country which concludes a separate 
peace (surrenders), all countries in the original 
alliance will lose 5% of national morale. 

Finally national morale is affected by the out- 
come of the North Atlantic campaign (see sec- 
tion 5.1). 

If the national morale of a country reaches 0, 
thae is a 50% chance each turn that the coun- 
try will conclude a separate peace with the 
enemy alliance. When this happens, all of that 
country's military units will be removed from 
the map. Some countries will also withdraw air 
forces. If the US, West Germany or Soviet 
Union conclude a separate peace, the war (and 
the game) ends immediately 

Air Force Withdrawals by Country: 

• (Czechoslovakia: 

20% of Pact MiG-21 force 

• German Den)ocratic Republic: 

20% of Pact MiG-21 k)fce 
•Pt)laid: 

30% of Pact MiG-21 force 
•Belgium: 

10% of NATO f^l&T^l^rage F1 force 
•France: 

10% of NATO Jaguar/A-7/Harri€f force 

40% of NATO F-1 S^rage 2000 force 
•Netherlands: 

10%ofNAT0F-1^1^rageF1 force 
•Great Britain: 

20% of NATO Jaguar/A-7/Harrier force 

30% of NATO M/Tomado Force 
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5.6 Weather Determination & 
Effects 

Weather conditions are updated each turn. 
Forecasts are also updated to projea weather 
three turns in advance. Weatfier is dependent 
upon the season: 

Weather Probability by Season: 

Winter: 60%/40%A)% 30%/60%/10% 

Spring: 30%/60%/10% 40%/50%/10% 

Summer: 0°/<»/60%/40% 50°V40%/10% 

Autumn: 20%/60%/20% 2mjmnO% 

Weatha has significant effects on air opera- 
tions (see section 3.21) chemical weapons (see 
section 4.2) and bitelligence gathering (sc?e sec- 
tion 5.4). 

5.7 End of Game Test 

The computer tests to see if either alliance has 
collapsed, or if the final turn of a scenario has 
been reached. If so, the game ends and victory 
is awarded; otherwise, the game continues. 

Most short scenarios are concluded at the end 
of the day 10(pm) turn. Most long scenarios 
will continue until the end of the day 30(pm) 
turn. The Lions & Tigers & Bears scenario v\ill 
end day 11 (am) or day 31 (am) rum. 

6.0 SOLITAIRE AND TWO PLAYER 
PLAY 

In two player mode, the game will pause and 
display an alert box before beginning the next 
pla>'er's phase. This allows the players to 
exchange places at the computer without either 
player seeing any infonnation he shouldn't see. 
All unit location information etc. is erased 
before the alert box is display-ed, and the next 
player's information is not displayed until the 
alert box [begin] button is selected. 

When a saved game is resumed, it will continue 
with all play sdeaions as they were made 
when the game was begun. Solitaire games will 
be restarted in a solitaire mode while two player 
games will restart in a two player mode. 

7.0 SCENARIOS AND VICTORY 
CONDITIONS 

Scenarios may be either short or long. Long sce- 
narios last for 60 turns (30 days), and short sce- 
narios last for 20 turns (10 days). 



Victory is determined solely by relative alliance 
morale level. Victory level = Pact average 
morale - NATO average morale. 

Orders of battle for all scenarios are given in 
appendices C and D. 

7.1 Red Lightning 

Mobilization during hostilities. This situation 
assumes no prior mobilization by eitha side 
and complete strategic surprise by the Warsaw 
Pact. NATO wakes up just in time to put up air 
defenses and order troops out of the barracks as 
the Warsaw Paa units ctoss the borders into 
Norway and West Germany 

Convov-s will arrive on the following turns: day 
8(am), day 15(am), day 22(am), day 29(am). 

Short Scenario Victory Levels: 
Viclory level < 20 NATO victory 
Victory level > 30 Pact victory 
Any other result is a stalemate (draw). 

Long Scenario Victory Levels: 
Victory level < 20 NATO victory 
Victory level > 50 Pact victory 
Any otfier result is a stalemate (draw) 

7.2 "Lions & Tigers & Bears..." 

Some mobilization has occuncd. Most of 
NATO's European forces are mobilized, 
although US army reinforcements from North 
America are just beginning to anive. While 
western leadership realizes that there is a high 
probability of a Pact invasion, most NATO units 
remain near garrison positions in an 
"unprovocative" deployment. Pact units from 
the western USSR are beginning to arrive. Most 
Pact "first echelon" units have moved to inva- 
sion staging areas. 

Convoys will arrive on the following turns: day 
4(am), day ll(am), day 18(am), day 2S(am). 

Short Scenario Victory Levels: 
Victory level < 12 NATO victory 
Victory level > 22 Pact victory 
Any other result is a stalemate (draw) 

Long Scenario Victory Levels: 
Victory level < 15 NATO victory 
Victory level > 45 Pact victory 
Any other result is a stalenfute (draw) 



16 



7.3 A Gathering of Hosts 

All of the forces of both alliances are fully 
mobilized arid in wartime deployments. A few 
Pact units have not yet amved, but almost 
everything each side has that can be committed 
to central Europe is "in the shop window". 

Convoys will arrive on the follov\-ing turns: day 
3(am), day 10(am), day 17(am), day 24(am). 

Short Scenario Victory Levels 
Victory level < 4 NATO viclory 
Victory level > 14 Pact victory 
Any other result is a stalemate (draw) 

Long Scenario Victory Levels 
Victory level < 10 NATO victory 
VictDcy level > 40 Pact victory 
Any other result is a stalemate (draw). 

8.0 TACTICS TIPS 

You should probably play your first few games 
with the Air Campaign control selection set to 
"off". You will lose a bit of flexibility this way 
but the game v^l be much easier to play The 
limited Intelligence option is a matter of per- 
sonal taste. Playing with limited intel is only a 
little more difficult than with unlimited intel, 
and it gives a more accurate and interesting 
game. The ability to painlessly simulate "fog of 
war" is one of the great strengths of computer 
wargames. The North Atlantic/ Special Ops 
control selection should probably be set to 
"off" for your first game, and "on" thereafter. 
This option adds relatively little complexity to 
game, but it does add a great deal of realism. 

Each scenario presents different problems for 
both players. The first order of business is creat- 
ing a coherent defense or attack out of chaotic 
garrison deployments. This will generally be 
more of a problem for NATO than for the Pact. 
Don't try to confront an organized enemy force 
with mixed or incomplete corps or armies. Give 
up ground if necessary in order to gain time to 
organize your forces. Corps HQ and artillery 
support, movement coordination, and stacking 
restrictions will combine to give a strong 
advantage to the player who keeps his corps or 
armies intact. 

In a general sense, most Warsaw Pact forma- 
tions are similar in capability. This is not true of 



NATO's units. You should not expect a French 
or Belgian division to do the work of a British, 
German or American division. Examine your 
units in detail before committing them. 

If one of the countries in your alliance is head- 
ing for zero morale, pull that country's units 
out of the line as much as possible. Rememba 
that when a country leaves the war, it takes its 
army and air force with it. The units are going 
to go away anyway if the country goes neutral. 
At least if they're still on the map, you can use 
them as a last ditch reserve. 

The most effective way to kill large numbers of 
enemy aircraft (assuming that they come out to 
play) is to commit large forces to air superiority 
missions. This is not the best way to reduce the 
overall effectiveness of the enemy air force. 
Airaaft lost in air superiority combat will tend 
to be older, less survivable types. Airfield strikes 
will affect all types equally, regardless of surviv- 
ability. /Mso, strikes on airfields will keep enemy 
airaaft grounded due to deceased readiness. It 
doesn't matter how many airaaft the other guy 
has if he can't fly them. Flying low readiness 
forces is a losing proposition. You won't accom- 
plish much, but you will generally lose a mini- 
mum of 2.5% of your committed force even if 
the other player doesn't fly a single air superior- 
ity mission. The air over central Europe will be 
filled with surface to air missiles. 

The Warsaw Pact- 

The Pact player should concentrate his forces 
and follow Part doctrine. Keep up the tempo of 
the attack. Remember that uriless you are fac- 
ing fresh units, NATO's outfits are as badly 
fatigued as your own. Ignore losses if you have 
a second echelon army ready to take up the 
advarKe. Reinforce success, not failure. Unless a 
tremendous hole opens up in your front, NATO 
does not have the units to exploit break- 
throughs into your rear areas. On the other 
hand, if you manage to break through NATO 
lines, head west at top speed. Eton't lose any 
sleep over a lack of defense for your flanks. This 
is particularly true if NATO has ab^eady conunit- 
ted his entire force. Head for the concentration 
of urban hexes near the Dutch / West German 
border. Occupation of this area will almost cer- 
tainly force West Germany and the Netherlands 
out of the war, resulting in a political collapse 
of NATO. 

Be sure to take out the Berlin garrison as soon 
as possible. If you dedicate a large enough force, 
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5.6 Weather Determination & 
Effects 

Weather conditions are updated each ttjm. 
Forecasts are also updated to projert weather 
three turns in advance. Weather is dependent 
upon the season: 



Weather Probability by Season: 



iSAitM 


CaOMlOAVMM 


RUfiaaUOVSTDRMS 


Winter: 


60%/40%A)% 


30%/607o/107o 


Spring: 


30%/60%/10% 


40%/5O%/10% 


Summer: 


0%W/o/40% 


50%/40%/10% 


Autumn: 


20%/60%/20% 


30%/6O%/10% 


Weather has significant effects on air opera- 



tions (see sertion 3.21) chemical weapons (see 
section 4.2) and Intelligence gathering (see sec- 
tion 5.4). 



5.7 End of Game Test 
The computer tests to see if either alliance has 
collapsed, or if the final turn of a scenario has 
been reached. If so, the game ends and virtory 
is awarded; otherwise, the game continues. 

Most short scenarios are concluded at the end 
of the day 10(pm) turn. Most long scenarios 
will continue until the end of the day 30(pm) 
turn. The Lions & Tigers & Bears scenario will 
end day 11 (am) or day 31(am) tijm. 

6.0 SOLITAIRE AND TWO PLAYER 
PLAY 

In two player mode, the game will pause and 
display an alert box before beginnirrg the next 
player's phase. This allows the players to 
exchange places at the computer without either 
player seeing any information he shouldn't see. 
All unit location infonnation etc. is erased 
before the alert box is display-ed, and the next 
player's information is not displayed until the 
alert box [begin] button is selerted. 

When a saved game is resumed, it will continue 
with all play selections as they were made 
when the game was begun. Solitaire games will 
be restarted in a solitaire mode while two player 
games will restart in a two player mode. 

7.0 SCENARIOS AND VICTORY 
CONDITIONS 

Scenarios may be either short or long. Long sce- 
narios last for 60 turns (30 days), and short sce- 
narios last for 20 turns (10 days). 



Vidory is determined solely by relative alliance 
morale level. Virtory level = Part average 
morale - NATO average morale. 

Orders of battle for all scenarios are given in 
appendices C and D. 

7.1 Red Lightning 

Mobilization during hostilities. This situation 
assumes no prior mobilization by either side 
and complete strategic surprise by the Warsaw 
Part. NATO wakes up just in time to put up air 
defenses and order troops out of the barracks as 
the Warsaw Part units aoss the borders into 
Norway and West Germany. 

Convoys will arrive on the following turns: day 
8(am), day 15(am), day 22(am), day 29(am). 

Short Scenario Victory Levels: 
Victory level < 20 NATO victory 
Victory level > 30 Pact victory 
Any other result is a stalemate (draw). 

Long Scenario Victory Levels: 
Victory level < 20 NATO victory 
Victory level > 50 Pact victory 
Any other result is a stalemate (draw) 

7.2 "Lions & Tigers & Bears..." 
Some mobilization has occuncd. Most of 
NATO's European forces are mobilized, 
although US army reinforcements from North 
America are just beginning to arrive. While 
western leadership realizes that there is a high 
probability of a Part invasion, most NATO units 
remain near garrison positions in an 
"unpro\'ocative" deployment. Part units from 
the western USSR are beginning to arrive. Most 
Part "first echelon" units have moved to inva- 
sion staging areas. 

Convoys will arrive on the following turns: day 
4<am), day 1 l(am), day I8(am), day 25(am). 

Short Scenario Victory Levels: 
Victory level < 12 NATO victory 
Victory level > 22 Pact victory 
Any other result is a stalemate (draw) 

Long Scenario Victory Leveb: 
Victory level < 15 NATO victory 
Victory level > 45 Pact victory 
Any other result is a stalemate (draw) 
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7.3 A Gathering of Hosts 

All of the forces of both alliances are fully 
mobilized and in wartime deployments. A few 
Pact units have not yet amved, but almost 
everything each side has that can be committed 
to central Europe is "in the shop window". 

Convoys will arrive on the follov\ing turns: day 
3(am), day 10(am), day 17{am), day 24(am). 

Short Scenario Victory Levels 
Victory level < 4 NATO victory 
Victory level > 14 Pact victory 
Any other result is a stalemate (draw) 

Long Scenario Victory Levels 
Victory level < 10 NATO victory 
Victory level > 40 Pact victory 
Any other result is a stalemate (draw). 

8.0 TACTICS TIPS 

You should probably play your first few games 
with the Air Campaign control selection set to 
"off". You will lose a bit of fle.xibility this way 
but the game will be much easier to play The 
Limited Intelligence option is a matter of per- 
sonal taste. Playing with limited intel is only a 
little more difficult than with unlimited intel, 
and it gives a more accurate and interesting 
game. The ability to painlessly simulate "fog of 
war" is one of the great strengths of computer 
wargames. The North Atlantic/ Spedal Ops 
control selection should probably be set to 
"off" for your first game, and "on" thereafter. 
This option adds relatively little complexity to 
game, but it does add a great deal of realism. 

Each scenario presents different problems for 
both players. The first order of business is creat- 
ing a coherent defense or attack out of chaotic 
garrison deployments. This will generally be 
more of a problem for NATO than for the Pact. 
Don't try to confront an organized enemy force 
with mixed or incomplete corps or armies. Give 
up ground if necessary in order to gain time to 
organize your forces. Corps HQ and artillery 
support, movement coordination, and stacking 
restrictions combine to give a strong 
advantage to the player who keeps his corps or 
armies intact. 

In a general sense, most Warsaw Pact forma- 
tions are similar in capability. This is not true of 



NATO's units. You should not expect a French 
or Belgian division to do the work of a British, 
German or American division. Examine your 
units in detail before committing them. 

If one of the countries in your alliance is head- 
ing for zero morale, pull that country's units 
out of the line as much as possible. Rememba 
that when a county leaves the war, it takes its 
army and air force with it. The units are going 
to go away anyway if the country goes neutral. 
At least if they're still on the map, you can use 
them as a last ditch reserve. 

The most effective way to kill large numbers of 
enemy aircraft (assuming that they come out to 
play) is to commit large forces to air superiority 
missions. This is not the best way to reduce the 
overall effectiveness of the enemy air force. 
Airaaft lost in air superiority combat will tend 
to be older, less survivable types. Airfield strikes 
will affect all types equally, regardless of surviv- 
ability Also, soikes on airfields will keep enemy 
airaaft grounded due to deaeased readiness. It 
doesn't matter how many airaaft the other guy 
has if he can't Qy them. Flying low readiness 
forces is a losing proposition. You won't accom- 
plish much, but you will generally lose a mini- 
mum of 2.5% of your committed force even if 
the other playa doesn't fly a single air superior- 
ity mission. The air over central Europe will be 
filled with surface to air missiles. 

The Warsaw Pact' 

The Paa player should concentrate his forces 
and follow Part doctrine. Keep up the tempo of 
the attack. Remember that uriless you are fac- 
ing fresh units, NATO's outfits are as badly 
fatigued as your own. Ignore losses if you have 
a second echelon army ready to take up the 
advance. Reinforce success, not failure. Unless a 
tremendous hole opens up in your front, NATO 
does not have the units to exploit break- 
throughs into your rear areas. On the other 
hand, if you manage to break through NATO 
lines, head west at top speed. Eton't lose any 
sleep ovCT a lack of defense for youi flanks. This 
is particularly true if NATO has already commit- 
ted his entire force. Head for the concentration 
of urban hexes near the Dutch / West German 
border Occupation of this area will almost cer- 
tainly force West Germany and the Netherlands 
out of the war, resulting in a political collapse 
of NATO. 

Be sure to take out the Berlin garrison as soon 
as possible. If you dedicate a large enough force, 
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APPENDICES 



Appendix A — Unit Icons: 









MoloriZBd Rile Brigade 


■ Marine Brigade 
1 ^ 1 Naval W«tiyBngadB 
' ' Marine Regimen 




or -umied Corps* dMsion 
Amvred OMsion 




Infarfiy Brigade 
Uecrwtnd 


IQJ 


Annourad Ovton 


or Motortnd Brigide 






Paruv OMsion 
OMsionBlindte 




HeiiratsdHiUfingade 


1 , 1 Afliflery Dtvision. Brigade 
1 1 orReg«mert 




orOMsionBlindteligtre 




Airtxxre Dtvision 


IQ] 


lank Brigade 
Armored Brigade 




\(P^\ Armored Cavalry Regimen 




MotortZBd Rifle Division 
Irtartry DtMsbn 
GeDrysfaeger Ovtscn 
Panzergrenadier Division 




Airtome Bngade 
Air Assaul Brigade 
Fatlschffmjaeger Bngide 
Para-Commando Regiimnl 


|HQ| Corps or Army Headquarters 




Oivisjond'Intanterie 









Appendix B — Equi pment Values: 

These values list the various combat characteristics of the equipment used by units in the game. The 
values represent our best estimates of the performance of the equipment in the battle conditions that 
they are likely to face in any near-hjture conflia in Central Europe. 



Warsaw Pact Aircraft 





M 


OR 


TH 


AS 


— 


— 






Su-17/2(y22 


0 


0 


0 


2 


3 


3 


3 


3 


Su-24 


0 


0 


0 


1 


4 


J 


A 
H 


J 


Sih25 


0 


0 


0 


1 


3 


3 


2 


3 


MiG-21 


0 


0 


0 


2 


1 


1 


2 


3 


MiG-23 


0 


0 


0 


4 


1 


1 


3 


4 


MiG-25/31 


0 


0 


0 


3 


0 


0 


4 


4 


MiG-27 


0 


0 


0 


3 


3 


3 


3 


3 


MiG-29 


0 


0 


0 


5 


1 


1 


4 


4 


Su-17{rBCce) 


2 


3 


3 


0 


0 


0 


3 


4 


MiG-21 (recce) 


1 


2 


3 


0 


0 


0 


3 


4 


MiG-25(rBCC8) 


3 


3 


3 


0 


0 


0 


3 


5 


NATO Aircraft 


















Ttn 


» 


OR 


TR 


ki 


m. 


CAS 


MUM. 


SURV. 


Alpha, Mirage V 


0 


0 


0 


1 


2 


2 


2 


3 


A-10 


0 


0 


0 


1 


3 


4 


2 


3 


F-111.B-52 


0 


0 


0 


0 


5 


0 


5 


3 


Mirage III. Draken,F-1 04 


0 


0 


0 


2 


1 


1 


2 


3 


F-4, Tornado 


0 


0 


0 


3 


3 


3 


3 


4 


F-15.Mnge2000 


0 


0 


0 


5 


3 


2 


5 


4 


F-16.F-18. Mirage F1 


0 


0 


0 


4 


3 


3 


3 


4 


Jaguar, A*7, Harrier 


0 


0 


0 


1 


3 


2 


3 


3 


H17 


0 


0 


0 


0 


5 


0 


5 


5 


SR-71.TR-1(recce) 


3 


3 


3 


0 


0 


0 


4 


5 


JaguarJ)ra)cen,Mirage (recce] 


i1 


2 


3 


0 


0 


0 


3 


4 


F-4.F-16. Mirage F1 (recce) 


2 


3 


3 


0 


0 


0 


4 


4 


n - Strtfe^c Rcooe 
m-OBQjReooi 


TO. 
AS. 


• TaciciRecci 

• AirSipenoflty 




STR.. 
CAS. 


Sttc 

CtOM Ail Support 




WI(M.-A«toK« 

SURV.Suiviviblity 
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Weapon Systems: 

LE7HUJTT 1 


umnwuT 


r uxR 


Light infantry squxl 


2 


2 


Pacl/NATO 


Attocfc Helinplefr 








mm 


12 


8 


Pact 


AH-1 


12 


8 


NATO 


AH^ 


14 


10 


NATO 


PAH-1 


11 


8 


NATO 


Gazelle 


11 


8 


NATO 


lym 


11 


9 


NATO 










T-55 


8 


8 


Pact 


T-64 


9 


9 


Pact 


T-72 


9 


9 


Pact 


T-80 


9 


9 


Pact 


T-84 


9 


10 


Pact 


IUM1 


2 


6 


NATO 


iyM8 


8 


8 


NATO 




9 


9 


NATO/Austna 


M-1 


10 


10 


NATO 


Leopard 


9 


8 


NATO 


Leoparil-2 


10 


10 


NATO 


AMX-30 


8 


8 


NATO 


Centurion 


8 


8 


NATO 


Chieftain 


10 


9 


NATO 


Challenger 


10 


10 


NATO 


Personnel Canien and InlanlrY Fighting VehideK 


BMP with squad 


5 


4 


Pact 


BMD with squad 


5 


4 


Pact 


BTR with squad 


3 


3 


Pxt 


OT-64 with squad 


3 


3 


Pact 


M-113witf)sqiad 


3 


3 


NATO 


M-2viAth squad 


6 


4 


NATO 


M-3 with squad 


6 


4 


NATO 


Mardei with squad 


4 


5 


NATO 


Spartan with squad 


3 


4 


NATO 


FV-432 with squad 


3 


3 


NATO 


MCV-80 with squad 


4 


4 


NATO 


Saxon with squad 


3 


3 


NATO 


AMX-10wi»i squad 


5 


4 


NATO 


VAB with squad 


3 


3 


NATO 


YPR-765wHhsqiad 


4 


4 


NATO 


Saurer4k4N^ squad 


4 


4 


Austria 


AiUtefr 

2S1 SPA 


11 


5 


Pact 


2S3 SM 


13 


5 


Pact 


234 SPA 


15 


4 


Pact 


255 SPA 


14 


4 


Pact 


2S7 SPA 


16 


4 


Pact 


2S9 SPA 


11 


5 


Pact 



mm lETwun »wwwM.rTT uaoi 



DANA 


SPA 


13 4 


Pact 




CDA 


1C c 


NATO 


AUr-l 


CDA 


10 0 


MATH 




CPA 


13 A 


IvMU 


nOOOi 


CPA 

orA 


1 1 <t 

1 1 J 


MATH 


u.iin 


CDA 
brA 


19 A 


MATn 

lv\IU 


199 Muitir 
Hi rmuJ 


towed 


19 9 
IC c 


Pxt 


Uuitir 

]jc nwuj 


towed 


^A 9 
lA c 


Pact 


0 incn nwui 


truaH 

uffKQ 


^'\ 9 

1 J c 


MATH 


1 30 nwui 


uftKQ 


1R 9 
ID c 


MATH 
liAlU 


1 Lw nwui 




11 2 


MATH 
nAI U 


199 UQI 
ICC MnL 


UQI 
MnL 


^A 9 
c 


Pact 


RIUL91 
DtVrc 1 


MnL 


17 9 
1 1 C 


Pact 


Onrcc 


UQI 


1Q 9 
Is 0 


Pact 


DU.7n 


MRL 


18 2 


Pact 


Ml 


MRL 


20 6 


liAlU 




MRL 


17 3 


NATfi 


A9 %kU 

oc rtWu 


mortar 11 2 


Pact 


\C\i mfli 


mortar 11 2 


Dvl/MATn 


vasiycK 


mortar 14 2 


Pact 


R1 iJkIr 


mortar 12 2 




i 9 Urtr 

^.c miu 


mortar 14 2 


NAIU 




mortar 12 3 


UATn 

NAIU 




mortar 14 4 


HI ATA 


M-106 


mortar 14 4 


MATH 


FR0G/SS21 


tscmx 11 5 


Pact 


Lance 


txmx 11 5 


liAlU 


Antl-Tanii Weapooc 






AT-4 




2 1 


Part 


AT-5 




3 1 


raci 


Milan 




2 1 


AIATO 

NAIU 


Dragon 




1 1 


MATn 
ItAlU 


TOW 




3 1 


MATn 
llAlU 


BRDM^ATGM 




3 3 


Dw 

raCi 


Jaguar 




3 7 


IvMU 


M^l 




3 5 




Striker 




3 3 


kiATn 


FV^8 




3 3 


AiATA 

liAlU 


VABIIOT 




3 3 


MATH 
llAlU 


YPR^OW 




3 4 


liAlU 


M-150 




3 3 


riAiu 


Kuerassier 




3 4 


Ausfria 


Jagdpanzer Kanone 


2 7 


riAiu 


SPG^ 




1 2 


raCi 


85Ato 




1 2 


raci 


lOQAtg 




2 2 


raci 


kfwnni Recca WsiiBiec 




PT-76 




2 4 


Pact 


F(K 




2 5 


NATO 


Scorpion 




2 6 


NATO 
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Scimitar 2 6 NATO 

Luchs 2 5 NATO 

AMX-10RC 3 5 NATO 

M-113A:R 2 3 NATO 



Appendix C — Orders of Battle, 
Air Forces 

These list the aircraft totals, both at game start 
and from reinforcements, for all three scenarios: 

Warsaw Pact Air Forces: 

PAJMBaOFMKRAFT 

mutaa at sdutt of scoiMia 





RED 
UGHTMNC 


UONS 1 TIGERS 
ISAM * 


A6AT>OM6 

OFHOira 


Su-17/2(y22 


380 


380 


470 


Su-24 


135 


225 


225 


Su-25 


135 


135 


180 


MiG-21 


1040 


1040 


1130 


MiG-23 


425 


515 


695 


MiG-25y31 


90 


90 


135 


MiG-27 


225 


315 


585 


MiG-29 


90 


180 


270 


Su-17(recce) 


60 


106 


106 


MiG-21 (recce) 


90 


90 


90 


MiG-25(recce) 


30 


30 


75 



Air Reinforcements by Scenario: 
(Increments of 45 Aircraft) 

Red Lightning: 



TURN 


AlRCRAnTYFE 


TIM 


AWCWFTTYP? 


dayl(pm) 


MiG-29 


day 8(pm) 


MiG-23 


day 2(3 m) 


Su-24 


day9(am) 


Su-17 


day 2(pm) 


MiG-23 


day9(pm) 


MiG-21 


day 3(am) 


MiG-27 


day10(am) 


Su-25 


day3(pm) 


M.G-23 


daylO(pm) 


MiG-21 


day 4(am) 


MiG-27 


day 11 (am) 


MiG-27 


day 4(pm) 


MiG-29 


day11(pm) 


MiG-23 


day 5(am) 


Su-24 


day12(am) 


MiG-27 


day 5(pm) 


Su-17(recc€) 


day12(pm) 


MiG-23 


day 6(am) 


MiG-25 


day13(am) 


MiG-27 


day6(pm) 


MiG-25(recce) 


day13(pm) 


MiG-27 


day 7(am) 


MiG-29 


day14(am) 


MiG-27 


day 7(pm) 


MiG-23 


day14(pm) 


MiG-27 


day 8(am) 


Su-17 


day15(am) 


MiG-29 


"Lions & Tigers & Bean...": 






TURN 


AWOUfTTYPE 


TURN 


AUCRAFTTWt 


day 2(am) 


MiG-25 


day7(am) 


MlG-27 


day 2(pm) 


MiG-25(recce) 


day 7(pm) 


MiG-23 


day3{am) 


MiG-29 


day 8(am) 


MiG-27 



TURN 


AMOUPTTYrC 


HAN 


AiRCRAnrm 


day 3(pm) 


MiG-23 


day 8(pm) 


MiG-23 


day 4(am) 


Sa-17 


day9(am) 


M(G-27 


day4(pm) 


MiG-23 


day9(pm) 


MiG-27 


day 5(am) 


So-17 


day10(am) 


MiG-27 


day5(pm) 


MiG-21 


day10(pm) 


M[G-27 


day 6(am) 


Su-25 


day 11 (am) 


MiG-29 


day 6(pm) 


MiG-21 







A Gathering of Hosts: 

No rdnlorcements available... 



SATO Air Forces: 

WMia OFAKCRAn 
MA&ABLE AT STMT OF SCOtMO: 



RED 

TYPE UCKTNWC 


'UOMSI TIGERS 
AKARS * 


AGIT>€R>NC 
OF HOSTS 


Alpha, Mirage V 


278 


278 


278 


A-10 


108 


108 


300 


F-111.B-52 


182 


206 


206 


Mirage III, Draken... 


130 


130 


130 


F-4. Tornado 


674 


698 


818 


F-15. Mirage 2000 


168 


. 192 


192 


F-15.P-18. Mirage F1 


724 


796 


820 


Jaguar. A-7. Harrier 


151 


151 


271 


F-117 


0 


48 


48 


SR-71.TR-1 (recce) 


23 


23 


23 


Jaguar (reece)... 


73 


73 


73 


F-4(recce)... 


138 


162 


258 



Air Reinforcements by Scenario: 
(Increments of 24 Aircraft) 
Red Lightning: 



TIFN 


A«CRAFTTY« 


TIDN 


AIRCRARTYPE 


day 1(pm) 


F-15 


day 9(pm) 


F-4 


day 2(am) 


F-111 


day10(am) 


A-10 


day2(pm) 


F-16 


day 10(pm) 


F-4(recce) 


day 3(am) 


F-117 


day 11(am) 


A-10 


day 3(pm) 


F-16 


day 11(pm) 


A-7 


day 4(am) 


F-117 


day 12(am) 


A-10 


day 4(pm) 


F-4 


day 12(pm) 


F-4 


day S(am) 


F-4(reae) 


day 13(am) 


A-10 


day 5(pm) 


F-16 


day 13(pm) 


F-4 


day 6(am) 


F-4(recc€) 


day 14(am) 


A-10 


day 6(pm) 


F-4 


day14(pm) 


F-4(recce) 


day 7(am) 


F-4(recce) 


day 15(am) 


A-10 


day7(pm) 


F-16 


day 15(pm) 


A-7 


day 8(am) 


A-10 


day16(am) 


A-7 


day 8(pm) 


F-4 


day 16<pm) 


A-7 


day 9(am) 


A-10 


day 17(am) 


A-7 
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"Uom & Tigert & Stars...': 







lUM 


MtoMFTrm 


(lay2(am) 


F-4{rBCce) 


day8(ani) 


A-10 


tlay2(pni) 


f-4 


day8(pm) 


F^ 


dayM 


F-4{recce) 


d2y9(ani) 


A-10 


tlay3(pni) 


F-16 


cby9(pm) 




day4(am) 


A-10 


day10(am) 


A-10 


djy4(pm) 


f-A 


day10(pm) 


F-4(nBCC8) 


d2y5(am) 


A-10 


dayll(am) 


A-10 






diylKpm) 


A-7 


djy6(am) 


A-10 


(tiy12(am) 


A-7 


djy6(pfn) 


F^reca) 


cljy12(pm) 


A-7 


djy 7(am) 


A-10 


(lay13(ani) 


A-7 


day7(pm) 


A-7 







A Gathering of Hosts 

No reinfofcemente available... 



Appendix D — Orders of 

Appearance, Ground Forces 

The following is a complete listing of alJ ground 

forces that appear as reinforcements during the 

game: 

Warsaw Pact Ground Force 
Reinforcemen ts: 
Red Lightning: 

RBNRMCaCXT 

mr m turn 

11 
9 
10 
12 
13 
14 
5 

27 
25 
26 
28 
29 
30 
31 
46 
43 
44 
45 
47 
48 
46 
43 
44 
45 



'Uont I Tigtrs & Btars ...': 





fDtRWGBiBrr 








TURM 


HQ ^ Giurrk Tank Armw 


54 27 


5 


3 Guards Tank Dfvision / 5GTA 


54,27 


3 


8 Guanls Tank DIvBion / 56TA 


54.27 


4 


1 20 Guards Motor Rifle Division / 5GTA 


54,27 


6 


1 r^iurrk ArtillMV nn/kinn / ^TA 


54 27 






54 27 


g 


HQ 11 Guanls Army 


54,19 


21 


1 Tank Divisicn/IIGA 


54 19 


19 


1 Guards Motor Rifle Division/ 11GA 


54,19 


20 


40 Guards Tank Division /11GA 


54,19 


22 


24 Guards Tank Division /11GA 


54,19 


23 


1 49 Artllery Division / 1 1 GA 


54,19 


24 


22 Heaw Artilerv Brio^/ 1 1GA 


54.19 


25 


HQ 1 PPRArmv 


5419 


38 


1 0 PPR Tank Division / 1 PPRA 


54.19 


35 


7 PPR Mda Riffe Divkiai / 1PPRA 


54 19 


36 


3 PPR Motor Rifle Division / 1 PPRA 


54.19 


37 


B PPR Mdfv RjfW Divkinn / 1PPRA 


54 19 


39 


9 PPR Motor Rifle Division / 1 PPRA 


54,19 


40 


HQ3CSRArTTiy 


5443 


38 


1 CSR Tar* Division /3CSRA 


54,43 


35 


4 CSR Tari Oivison / 3CSRA 


5443 


36 




54 43 


37 


HO 7 f^iarrk Tank Armw 


54 27 


52 


29 Tank Divsion / 7GTA 


54,27 


52 


37 Guanjs Tank Division /7GTA 


54.27 


52 


S Motor Rifle Division /7GTA 


54.27 


52 


8 Artlcry Division / 7(jTA 


54,27 


52 


41 H^Jiw ArtilMV RhruH* / 7CTA 






n Uauieiiiiy in nm*. 






INT 


ICMFDRCBIENT 


T\AN 


HQ 7 HiLirHc Tank Armv 


54 27 




29 Tank Division / 7GTA 


54,27 


10 


37 Guards Tank Division /7GTA 


54^27 


11 


5 Motor Rjfle Division /7GTA 


54.27 


13 


8Anjlefy Division / 7GTA 


54.27 


14 


41 Heavy ArtllefyBnoade/7GTA 


54.27 


15 


NATO Ground Force Reinforcements: 


Red Lightning: 






(NT 


mmcEMEirT 

(O 


TUtN 


10 Be MecharvTed Brigade /IBe 


4,32 




12 Be Motonzed Brigade /IBe 


4.34 




1 Da Brigade/ Jy 


19.7 




2 Da Brigade/ Jy 


21.4 




3 Da Brigade/ Jy 


21.12 




1 Br Infantry Brigade /Jy 


17.11 




1 DaBrigade/Sj 


29,10 




2 Da Brigade /Sj 


27,13 




3DaBngade/Si 


29.10 





HQ 5 Guards Tank Army 54.27 

3 Guards Tank Division / 5GTA 54.27 

8 Guards Tank Division /56TA 54.27 

1 20 Guards Motor Rifle Division / 5GTA 54.27 

3 Guards Artiliefy Division /5GTA 54.27 

32 Heavy Arttlery Brigade /5GTA 54,27 

1 Unified Corps 54,27 

HQ 11 Guards Army 54,19 

1 Tank Division /11GA 54.19 

1 Guards Mota Rifle Division/ 11GA 54,19 
40 Guards Tank Division/ 11GA 54,19 
24 Guards Tank Division/ 11 GA 54,19 
149ArtileryDivision/11GA 54.19 
22HeavyArtlleryBrigade/11GA 54.19 
HQ 1 PPR Army 54.19 
10 PPR Tank Division /I PPRA 54.19 

2 PPR Motor Rjfle Division / 1PPRA 54.19 

3 PPR Motor Rifle Diviskxi /I PPRA 54.19 

8 PPR Motor Rifle Dviskxi / 1PPRA 54.19 

9 PPR Motor Rifle Division / 1PPRA 54.19 
HQ3CSRAnny 54.43 
1CSR Tank Division /XSRA 54.43 

4 CSR Tank Division /3CSRA 54.43 
3CSRlankDivisnn/3CSRA 54.43 
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mMFMCBBrr 





wx 




5NeMechani«J DIviskxi/INe 


7.27 


3 


1 02 Ne Artillery Group/ INe 


7.25 


4 


101 Nc Intantry Brigade/ INe 


^.29 


7 


103 NeArlilery Group/ INe 


8.25 


7 


1 04 NeArtllery Group /INe 


8.25 


8 


18 or inianffy Brigade / IBr 


0.33 


7 


15 Br Infancy Brigade /IBr 


0.33 


9 


24 8r Infantry Brigade /IBr 


0,33 


11 


1 n AniBenc/ IFr 


2.51 


3 


15 Division dlntanterie/IIFr 


2.51 


4 


HQ III Corps /IIIFr 


0.34 


3 


8DivBjond'lnlanteric/IIIFr 


0.34 


4 


2 Division Blind6e/ IIIFr 


0.34 


5 


10 Division Blindfe/ IIIFr 


0.34 


6 


6 Dfvision Blindee LSgire/ IIIFr 


0,34 


7 


jFrArWenc/IIIFr 


0.34 


9 


3 US Armored Cavalry Regiment / VUS 


14.40 


4 


212USAnileryBrigade/VUS 


14.40 


5 


5 US Infanry Division /VUS 


12.41 


13 


1 94 US Armored Brigade / VUS 


14.40 


15 


1 US Infantry Diviskxi/VllUS 


12.39 


7 


HQ III Corps/ IIIUS 


7.31 


3 


1 US Cavalry Division /IIIUS 


7.31 


7 


4 US Infantry Division /IIIUS 


6.30 


11 


2 US Armored Division / IIIUS 


f31 


15 


24 US Infantry Division /IIIUS 


1.31 


17 


75 US Artillery Brigade / IIIUS 


1.31 


30 


52 Heimatschutztxigade / IGe 


12.25 


3 


53 Heinru&hut2t}rigade / IGe 


8.32 


4 


62 Heimalschut^brigade / IGe 


20.26 


5 


63 Heimatehut2t)rigade / IGe 


8.31 


6 


55 Heimatehut:i)rigade / IIGe 


16.44 


3 


66 Hesmatehiit^xigade / IIGe 


25.47 


5 


65 Heima&hutztxigade / IIGe 


17.44 


6 


54 HcimafechutztKigade / IIIGe 


9.37 


3 


64 Heimatschutzt}rigade / IIIGe 


14.37 


5 


51 Heimatscfiut^)rigade / SH 


19.15 


3 


bi netfTuscnutzxigade / SH 


21,17 


5 


RcyalNctheriands Marines 


Theatre Reserve 


7 


5 Br Airtnme Brigade 


Theatre Reserve 


9 


"Lions 4 Tigers 4 Bean..." 








RBNrancasfT 
HQ n 


JPM 


— 

24 Br Infancy Brigade /IBr 


0.33 




5 US Infancy Division /VUS 


12.41 




194 US Armored Brigade /VUS 


14.40 




4 US Infantry Dvsion/ IIIUS 


6.30 




7 US Amwirl Divkirvi / llll 


4,01 




24 US Infantry Division /IIIUS 


1.31 




75 US Artflery Brigade /IIIUS 


1.31 2 


1 



A Gathering of Hosts 

No reinforcements available 



Appendix E — Formulae 

Air Superiority Combat Algorithm 

Air Superiority = For each type of aircraft 
assigned to air superiority mission: 

Number of assigned aircraft • (force readiness of ar- 
aaft)% • aircrafl mission capability 

• (aircrafl effecti\«ne$s)% (see section 3.21 ) / 4 

Anti Aircraft r 160 

Loss ratio = (Air Superiority + Anti Aircraft) / 3280 

The loss ratio is the charKe for each enemy air- 
aaft to have to check against its survivabiUty 
rating. This number will be multiplied by a ran- 
dom number from 0.9 to 1 . 1 to introduce a 
small random factor in losses. If an airaaft has 
to check, it has a (6-type survivability)/6 chance 
of being destroyed. 

Example: The Warsaw Pact assigns 800 MiG-21, 
and 1 20 MiG-23 to air superiority missions on a 
doudy AM turn. MiG-21 force readiness is cur- 
rently 75%, and MiG-23 force readiness is cur- 
rently 90%. A check reveals that flight condi- 
tions are 'good* so: 

Warsaw Paa air superiority = 

MiG-21:(800 - 75%-2*40%) = 480 
MiG-23: (120 - 90% *4- 60%) = 259 

NATO loss ratio = 

(480 + 259 + 160)/3280= 27 = 27% 

Thus, 27% of NATO airaaft flying on this turn 
will have to check against their survivability in 
order to avoid being destroyed. The random 
multiplier is 1.1, gving a modified loss ratio of 
30%. If 95 F-Ul airaaft are flying on this turn, 
15% ( 30% • 95 • (6-3)/6 ) will be destroyed ( 14 
airaaft lost ). The Warsaw Part would claim 15 
to 28 F-1 11 kills. 

Close Air Support Algorithm 
NATO and Warsaw Part aircraft with Qose Air 
Support Missions will contribute to the friendly 
artillery fire for each combat in the following 
Joint Ground Combat & Movement Phase (see 
section 4.2). The number of artillery points 
available for each combat is given at the bot- 
tom of the screen. 

Air support 1$ calculated as: 

For each type of airaaft assigned to close air 
support mission: 

Number of assigned aircraft * (force readiness of air- 
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craft)% * aircraft mission capabiity 

* (airaafteffectiveness)%(seesecl)on321)/8. 

Example: NATO assigns 108 A-10 to the close aii 
support mission on a fair/ AM tura Current A- 
10 force readiness is 90%. The dose air support 
available for NATO units this turn would be: 

108 * 90% -4 •100%/8 = 48 

(This amount of dose air support is approxi- 
matdy equivalent to adding an artillery brigade 
to every frierxily unit stack on the board.) 

Air Strike Combat Algorithm: 

NATO and Warsaw Pact aircraft with Strike mis- 
sions will generate a number of airstrikes for 
each player to allocate to specific targets. 

Number of airstrikes is calculated as: 
Fa each type of aircraft assigned to strike mission; 
Number of assigned aircraft * (force readiness of air- 
craft)% * aircraft mission capabiity 

• (aircraft effectiveness)% (see section 321) / 120 

Example: NATO assigns 95 F-1 11 to the strike 
mission on a fair/PM turn. Cunent F-1 1 1 force 
readiness is 80%. The number of airstrikes avail- 
able to the NATO player this turn would be: 

95 - 80%-5*80yo/120 = 253 

Any fractional remairxier has a chance (equal 
to the fraction) of generating an additional 
airstrike. In this case, there is a 53% chance of a 
third strike being avaflable to the NATO player. 

The Grouud Combat Algorithms: 
Unit Combat Strength Algorithms 

Sub Unit Deployment Strength Modifiers: 

Rest 0.33 

Resen« 067 

Forvwd 1.00 

The total artillery lethality of a unit = 
For each sub unit: 

Sub unit readiness% * sub unit depfoyment modifier * 

(Sum of al lethalities for equipment with lethaEties 
greater th^ 10)/ 10 

{Holt that this means helicopters are treated as artiliery.) 

The total non artillery lethality 
of a unit = 



For each sub unit: 

Sub unit readinessVt * sub unit depfoyment nxxifier * 
(Sum of all lethalities for equipment with lethalities less 
than11)/10 

The total survivability of a unit = 
For each sub unit: 

Sub unit readiness% * sub unit deployment modifier * 
(Sum of all survivabif ties for equipment) / 10 

Artillery Combat 

All ddending unit and headquarters artillery, 
and close air support are summed in exactly the 
same way. 

A loss ratio is calculated for each force: 

Moving force: (attacker or mo\«d defender) 
30% * total enemy artillery lethaEty / M friendly 
survivabiity 

Static force: (defender if not moved) 

1 2% • total enemy artillery lethalty / total friendly 

survivabiity 

Regardless of movement status, the ddending 
units receive tenain benefits, and the attacking 
forces do not. 

Next, artillery combat losses are applied to both 
sides. Each piece of equipment in every 
involved unit has a Ooss ratio)% chance of hav- 
ing to check against its survivability in order to 
survive. The equipment's survival chance is: 
equipment survivability / (1 6 4 2 * owning sub unit 
deployment loss modifier). 

Sub Unit Deployment Loss Modifiers 

Forward 3 

Reserve 2 
Rest 1 

Units participating in combat as ranged 
artillery support will only suffer 1/2 of the cal- 
culated losses (maximum 50%). 

Finally, the readiness of each sub unit involved 
in the combat is deaeased by (chemical 
eff ects(0 to 4 depending on weather) + friendly 
loss ratio%) * sub unit deployment / 3. 
Readiness will rwt be reduced below 50%. 

Note that sub units with "forward" deploy- 
ments will contribute greater strength to com- 
bats, arxl will more rapidly be fatigued (readi- 
ness decreased) in combat than will those with 
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"reserve" deployments. The same rdationship 
holds for "reserve" vs. "rest" deployments. 

Example of Artillery Combat The First British 
Armoured Division attempts to enta an open 
hex containing the Soviet 35 Air Assault 
Brigade. British I Corps HQ is two hexes away 
All units are at 90% readiness. Chemical war- 
fare is in effect. NATO has 25 points of dose air 
support, and the Warsaw Pact has 15 points of 
close air support. 35 Air Assault Brigade has not 
moved this turn. All sub units have a "forward" 
deployment. The weather is mild and fair. The 
Pact competence levd is set to "Challenging". 

NATO artillery lethality is: 

I Corps: 48(lethality) ' 90% ' 1/2(ranged "artillefy" 
support) = 282 

1 AniKXjred Division: 171 (lethality) * 90% = 153.9 

total = 28.2 f 153.9 + 25 = 207.1 
Warsaw Paa artillery lethality is: 
35 Air Assault Brigade: 123(lethality) * 90% * 12(chem- 
ical modifier) = 132.8 

total =132.8 + 15 = 147.8 
NATO loss ratio: 

30% • 147.8 / (585(Survivability IBrAD) * 90%) = 8.4% 
Warsaw Pact loss ratio: 

12% • 207.1 / (69(SurvivabiIity 35AAsltBde)) • 90%) = 
40.0% 

For each piece of equipment with a survivabili- 
ty of 5: 

f^TO loss rate: 8.4% * (1-5/(16+2*3)) = 6.5% 

Pad loss rate: 400% * (1-S'(16+2'3)) = 309% 

NATO sub unit readiness wil deaease by (2(chemical 
effect mild weather) + 6.5)'3(depk3yment) /3 = 85 

Pad sub unit readiness will decrease by ( 2 + 40.0 ) * 3 / 
3 = 42.0 

Airdrop Resolution Algorithms 

Paradrop Formulae: A drop attrition factor will 
be calculated: 

( Note: X = the X coadinate for the target hex 
of the drop.) 

NATO drop: fador = (1 + ( total number of Pad aircraft/ 
600))- 

( X - 26 - 2(if dropping into friendly hex) )% 

Pad drop: factor = (U ( total number of NATO aircraft/ 
600))- 



( 26 - x - 2(if dropping into friendly hex) )% 

If this is a PM turn, the factor is reduced by 
25%, and the unit's readiness is reduced by 
10% to 50%. If this is an AM turn, the unit's 
readiness is reduced by 5% to 25%. 

If the faaor is less than 1% it is set to 1%. 
Factor% of all equipment in the unit is lost. 

Norway Victory Algorithm 

The Warsaw Pact chance of victory on any 

given turn is: 

(( 40 + combined lethality of committed Warsaw Pad 
theater reserve units/75 

- combined sunrtvability of committed NATO theater 
reserve units/25 )/ 12 ) %. 

If the Warsaw Pact does not win on any given 
turn, then the NATO chance of victory on any 
given turn is: 

0% if The Pad has won "at sea". 
1% if the campaign "at sea" continues. 
2% if NATO has won the campaign "at sea". 

Example: 

1. NATO has won "at sea" 

2. NAT0 has committed the British 5th 
Airborne bde to Norway, (survivability = 24). 

S.Warsaw Pact has committed 7th and 106th 
Guards Airborne divisions to Norway, (lethality 
= 47 + 47 = 94). 

There is a 3.6% chance for a Warsaw Pact viao- 
ry this turn. Failirig that, there is a 2% chance 
for NATO victory this turn. 

Iceland Victory Algorithm 

The Warsaw Pact chance of victory on any 
given turn is: 

( combined lethality of committed Warsaw Pact theater 
reserve units/75 

• combined survivability of committed NATO theater 
reserve unit5/75 - 2 ) %. 

If the Warsaw Pact does rxx win on any given 
turn, then the NATO chance of victory on any 
given turn is: 

0% if The Pact has won "at sea". 
5% if the campaign "al sea" continues. 
10% if NATO has won the campaign "at sea". 

Example: 

l.NATOhaswon"atsea" 

IWarsaw Pact has won in Norway, allowing 
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them to initiate an invasion of Iceland. 

3 JslATO has committed the Royal Netherlands 
Marines to Iceland, (survivability = 7). 

4.Warsaw Pact has committed 103 Guards 
Airborne division, Baltic Naval Infantry 
Brigade, and 36 Air Assault Brigade to Iceland. 
Oethality = 47 + 15 + 18 = 80). 

There is a 7.7% chance for a Warsaw Pact victa 
ry this turrL Failing that, there is a 10% chance 
for NATO victory this turn. 

''At Sea" Victory Algorithm 

Each turn there is a 10% chance of a major 
naval engagement in the North Atlantic. Once 
every wetJc, a convoy will sail from the US to 
Europe. On turns that convoys arrive , an 
engagement will automatically occur if the out- 
come of the North Atlantic campaign has not 
already been determined. When an engage- 
ment occurs, there is a 15% chance that it will 
be decisive. A decisive engagement will deter- 
mine permanent (within the time limit of the 
game) control of the North Atlantic. 

If the Warsaw Pact controls both Norway arxl 
Iceland, there is a 50% chance that NATO will 
win, and a 50% chance that the Warsaw Pact 
will win. 

If the Warsaw Part controls either Norway or 
Iceland (but not both), there is a 65% chance 
for NATO virtory and a 35% charKe for a Part 
virtory. 

If the Warsaw Part controls neither Norway or 
Iceland, there is an 80% chance for NATO vic- 
tory and a 20% charKe for a Part virtory. 

Convoy Attrition Percentage 

The amount of losses that a convoy suffers is 

calculated as follows: 

( 8 - tum/14 + 1 fa each part of the North Atlantic 
controDed by the Warsaw Pact ) * 1 0% 



Example: If the Part contiois Norway but has 
not won in Iceland or 'at sea", and this is the 
turn 28 convoy: Convoy attrition will be 
between 10% and 70%. The tum/14 fartor 
accounts for declining Sovirt submarine activi- 
ty as subs are lost or return to base. 

Convoy losses will be described in the Strategic 
Report (see section 3.11) as Light (10%.30%), 
Moderate (40%-60%), or Heavy (70%.100%). 

Reconnaissance (Reece) Formulae 

Number of assigned aircraft * (force readiness of 
airaaft)% 

• airaaft mission capability 

• (aircraft effectiveness)% 
(see section 3.21)/ 200. 

Example: The Warsaw Part wishes to see NATO 
deployments near Sturtgart (hex 1 7,44). This is 
in the Part deep recce area, so fifty five Su- 
1 7(recce) airaaft are assigned to the deep recce 
mission. If flight conditions are "good", and 
force readiness is 90%, these airaaft will con- 
tribute 44.6% to the chance of ^potting hexes 
in this area. 

55 • 90% • 3 • 60%/200= .446 = 44.6% 

If the weather is fair satellites will contribute 
20%, and one special forces recce mission 
would contribute 10%. This would give a 
74.6% chance of spotting any given hex in the 
deep recce area. 
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SUPPLY SOURCES: 
West map edge NATO 



East map edge- 
4.25- 



12.21- 
14.20- 
16.21- 
17.11- 
21.8- 
21.17- 
29.10- 



-Warsaw Pad 
-NATO (if either 4.24 or 5.25 

are NATO controUed) 
-NATO 
-NATO 
-NATO 
-NATO 

-NATO or W*saw Pact 
-Warsaw Pact 
"NATO or Warsaw Pact 
-Warsaw Pact 



50.16 

Sub units in suppled hexes win be checked and readiness may be 
increased il the sub unit has a readiness ol less than 1 00 The 
chance lor successlul resuppV is equal to 1% times the current 
stockpile level Thus, il stockpiles are at 100 or greater, resuppty lor 
units in supplied hexes is automatic 



RESUPPLY SCHEDULE: 
Sub unit deployment Readiness inaease 

Forward readiness = readiness + 4 (NATO) 

Reserve readiness = readiness + 8 (NATO) 

Rest readiness = readiness + 12 (NATO) 

The Pact competence level wil ailed the readiness inoease rales o( 
Pad units as loi lows 

Pushover As (or NATO '.5 

Moderate As fa NATO '.75 

Challenging — As for NATO 

Hairy As fa NATO ' 1.25 

Hideous As fa NATO '1.5 

CHANCE OF SPOTTING UNITS IN 
AN ENEMY CONTROLLED HEX: 

Ofbital recce (fair weather) 20% 

Orbital recce (cloudy weather) — 10% 

Orbital recce (storms) 0% 

Special forces recce +10% * number of 

missions 

Airborne recce see below 

WEATHER PROBABILITY 
BY SEASON: 



XAUN 




HUlVaaUOS/ITORM 


Wintef! 


60%/40%A)y. 


30%/6O%/10% 


Spring: 


30%y60%/10% 


40%/50%/10% 


Summer: 


0%m/40% 


50%/40%/10% 


Autumn: 


20%y60%/20% 


30%/60%/10% 



AIRBORNE RECCE lOR FjVCH SIDE 
DiviJed into three gevgruphk regions: 

VMSAWPKT 



Tactical recce: 


hexrowsO-28 hexrows 23-54 


Deep recce: 


hexrows 28-42 hexrows 12-22 


Strategic recce: 


hexrows 43-54 hexrows 0- 1 1 


MAJOR CITT MORALE LOSSES: 




OWNEH 



Vienna(43.46) 

Brussels(0.33) 

Prague(36.37) 

(x)penhagen(29.10) — 

Slrasbourg( 12.44) 

Berlin(33.26) 

Bonn(10.33) 

Amsterdam(3.26) 

Lalz(53.29) 



Austria 

Belgium 

Czechoslovakia 

Denmark 

France 

6DR (East Germany) 

FRG (West Germany) 

Netherlands 

Poland 



AIR FORCE WITHDRAWALS 
BY COUNTRY: 

• Czechoslovakia: 

20%ofPactl^iG-21 force 

• German Democratic Republic: 

20% of Pact l^iG-21 force 
•Poland: 

30% of Pact MiG-21 force 

• Belgium: 

10% of NATO F-16/F-181Vlirage F1 face 
•France: 

10% of NATO Jaguar/A-7/Hanier face 
40% of NATO F-IS/Mirage 2000 force 

• Netherlands: 

10%ofNAT0F-16/F-i"'*iirageF1 force 

• Great Britain: 

20% of NATO Jaguar/A-7/Hanier force 
30% of NATO F-4^omado Force 
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